WORLD'S FIRST SATURN MANX TT SHOTS INSIDE.? 






Q 



i i 



■ 




X 



[■Till I 



i 1 91 IJUMI 




xacti 







[II 



s 




llif 



/ 





mm 





D 

La 



mm 





SWEET CANDY! 

★ Cutie Candy Vipers it not so sweet and 
innocent eh boys? But that's not o problem 
with us, she's still a real sweetie! "1 just like 
to work out every now and then, it A elp* me keep 
fc me body lookirV in shape" Well it certainly does 
Candy, any chance that I could work It oat with 
you,,, erm we could ploy two player eh? 

WRITTEN BY 'NAUGHTY' NICK PATEHSON 
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Our exhaustive Exhumed 
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four page C&C guide. 
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This is the 
quietest month 
of the year, the 
dead zone for 
mags like ours. 
Normally the goodies have all 
been dished out before 
Christmas, but I'm happy to see 
a good selection of games pass- 
ing through the pages, with the 
promise of more to come — the 
Manx TT shots are the best I've 
seen this month. When not 
putting this issue together, 
many members of the team have 
been messing around with 
Internet multi-player mayhem. 
Both Red Alert and Quake world 
on PC show how compulsive 
playing against a human oppo- 
nent can be. The sooner the con- 
sole companies get into this lark 
the better, Sega is best posi- 
tioned, with the Netiink having 
the first console on-line poten- 
tial, but the poor reception in 
the States (Sega sold just i/ioth 
of their target) shows how far 
Sega has to go to convince 
gamesp layers who have not yet 
felt the benefits of the Internet. 
Start investigating it yourself. 

GUS 

P.S, Don't bother sending in all 
that Mean Art! 



YOU HAVE 
BEEN 

WATCHING... 

These are. to our knowledge, all the edi- 
torial and most ol the freelance contribu- 
tors to MEAN MACHINES SEGA over the 
years. Thanks to them all: 

Gordon Barrick i popular emergency 
designer) 

Paul Burton (thrusting young lurk of the 
software world) 

Oi Browne (The Art Editor with the heart 

of gold, and Bacardi weakness) 

Claire Co u It hard ('Our Claire", Lard 

EMAP's giammest An Ed) 

Tom Cox (From years back, and a White 

Knight many times since) 

Nicky Creed (The design wonder, from 

down under) 

Helen Danby (Helpful Helen from 
upstairs. Many thanks) 
Paul Davies (MEAN MACHINES was a step 
to greater things. Good times) 
Phil Dawson (Our newest recruit- His tal- 
ents will go to a good home) 
Stephen Fulijames (Mr tow scrape. Steve's 
going to pastures new) 
Paul Glancey (From the Mega tech days, 
Thanks for your wisdom wise uncle Paul) 
Fraser Gray (Shine on you Crazy Diamond, 
He was a nutter.. J 

Tom Guise (So was he, &ul Tom's a nutter 
of the nicest kind) 

Gary Harrod (Will always be the Master, 

Founder art person) 

Marcus Heam (Our cynic took solace in 



the X-Files, Always a friend) 
Lucy Hickman {MEAN NMCHIttES fteffei 
Dep. Many memorable contributions) 
Lucy Hi! (That stag from up North. You 
don't gel many of her to the pound} 
Daniel levons (Remembered for his pet 
feet ion Ism and embarrasing candour- 
Slumming it in the States now) 
Dave Ketsall (He cut his magazine tee* 
on MEAN MACHINES, god bless im.) 
Steve Key (From schoolyard to the soft 
ware glitterati. A success story) 
Steve Kyte (Creator of many of our co* 
efS. A genius in print) 
Ed Lawrence (it's Rad P mn^t. On his waf 
making a journalistic name for himself 
Richard Leadbetter ifirst Ed of MEAN 
MACHINES, The First real Sega expert) 
lason McEvoy (We poached him from 
Power, and it N s as well we did. Current *" 
Ed) 

Andy McVtttte (From Production Ediior r 
Publisher, a familiar face at Mean Tow^ 
Steve Merrett (My Ed. Did a Keegan. »r* 
to seed in the same way to. But taught 
me everything I know about stitch -ups 
Nick Paterson (Has tackled the art imp£> 
sible with no support. Bless this gee*e r 
Julian Rignall (Our father, who art in 
California. The idea was his) 
Pete Stitson (He's a hot shot now on 
FHM« but he did our layouts) 
Marc Swallow (Publisher extraordinaire 
Not a man to cross) 

Angus Swan (Me*. There for every one c# 
those 53 issues) 

Graham Taylor it he re even before ]a*, a 
Images. His era has passed) 
Matt Yeo (The last. The latest. But he\ 
only gone to Saturn Mag) 




The team confess to the most embarrassing records in their collection of radio - 
phonic 'platters'. Prepare to cringe. 



JASON McEVOY 



Jason seems to think the seminal "I don't wanna dance (dance with you baby 
no more) - by Brit reggae star Eddy Grant is something to hang his head in 
shame for. The rest of us think no one ever did so much to make red leather an 
ESSENTIAL fashion accessory. 



NICK PATTERSON 



Wham, 'Make It Big'. The album choice for Nick, who once thought Club 
Tropic an a was a real place, somewhere off the M6. Long have we suspected 
our design deputy has been playing Andrew Ridgely to Jason's George 



GUS SWAN 

Gus has no cause to laugh at anyone, foolishly buying a T'pau 12-inch single of 
'Whenever you need someone*. Never heard it? That's probably because it 
reached No. 167 before the Society for Humane Radio Play put a stop to it 
Snrilv, he still has it on a compilation rape and sometimes plays it in his car. 
explaining the number of times he has swerved into pedestrians. 

STEPHEN EMPTY J AMES 

Ste, as usual, is arch. 1 don't have any embarrassing records, actually". When 
pressed he admits la having a cover version ol Kate Bush's withering Heights. 
"It's the subject matter that's embarrasing. not the CD*; he claims. 

MATT YEO 

Initially, Mall was pretty reticent, but when thr confessions started, they began 
to flood out; Bucks Fi?7 'the camera never lies'. Phil Bailey and Phil Collins 
'Easy Lover' shows a penchant for early 'Bos bad taste. But what excuse is 
there For 'Abort, retry, fail' the dreadful, and aptly named recent No, 1? 

PHIL DAWSON {NO PIC) 

With a high-pitched squeal ro illustrate il, Phil reveals he has 'The lion sleeps 
tonight', but he can*t remember who it Is by. But Matt knows — Tight Fit. 
Maybe there's more to Phil's nickname of 'monkey boy' after all. 
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Here u is, hot off the press, the latest Sega news 
as it happens. As per usual* our big headline hog 
gers this issue arrived at the last minute with 
exclusive info on Resident Evil and Ma m TT! 




MANX TT 

EXCLUSIVE SHOTS OF 
SEGA'S SPRING BIGGIE! 



MEAN MACHINES has managed 
lo procure the very first shots of 
Sega's very own mean machines: 
the long-awaited conversion of 
arcade racer Manx. TT from coin- 
op to Saturn. You don't need us 
to Led you that IP* Looking pretty 
sharp. Work on (he conversion of 
AMys biking coin-op has actual- 
ly undertaken by Tantalus, the 
Australian developer who wan 
general acclaim for its 
PlayStation Wipeout conversion 
to Saturn last year. 
Manx TT is set across two 
authentic layouts similar to 
those raced in the famed Isle of 
Man road race, which i$ part of 
the UK Bike Championship, 
Player's race high-perforrndmte 
bikes through a setting of coun- 
try roads and a seaside 
esplanade, wilh geographical 
features matching those of the 
actual island, Manx TT was the 
last of Sega's Model 2 coin- op 




racers, and the fastest > with 
spectacular crashes throwing 
riders from their machines. 
A Lot of work has gone into find- 
ing a loypad control model that 
gives the same Feel offered by 
the full bike set-up of the 
arcade unit. Hopefully it will 
also include all the full modes 
of thai too, including the worry* 
ing sheep -racing mode. Look for 
a full preview next month. 



MANX TT 
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RESIDENT EVIL 

THE OFFICIAL ANNOUNCEMENT! 



After a year of speculation, rumour and conjecture, 
Capcom Japan put the Saturn community out of its 
misery and announced its intention ro release a 
Saturn version of the massive PSX nil: Resident 
Evil The planned Spring release suggests 
work is already pretty well advanced on 
Ihe conversion, which has been plagued 
with technical issues. Any Resident Evil 
version would almost certainly be 
released in the UK by Virgin, with whom 
Capcom has affiliate Label status. 
Resident Evil,, named Br o hazard in Its 
original Japanese format, is a classic 
"haunted house' arcade adventure, Vuu 
play two of a crack SWAT team, cornered 
in a Gothic mansion by sinister creatures, 
Playing either as hll (easy for the ladies) 
or Chris (birruva challenge for the lads) 
you investigate more of the mansion, dis- 
covering a host or zomboid mutations 
and other nightmarish Living experi- 
ments. A combination of nerves, reflexes 
nd Lateral thinking will see you through 



the house, its gardens and the climactic laboratory 
Level. 

The game's unique Feature is its innovative depic- 
tion. The mansion is a slunningly realised set of 
polygon chambers, breathtakingly detailed and dec- 
orated. Rooms are viewed from fixed camera points 
for an isometric perspective, so characters move 
through them rather than the 'true' 3D style adopted 
by Tomb Raider, The characters themselves are con- 
vmcingly animated, but the real stars of the show 
are the menacing monsters, from crows and hell- 
hounds to man-sized tarantulas. Of course, all this 
praise has to be qualified in the light of whether the 
Saturn conversion will compromise on elements of 
the original, as happened with Wipeout and H disas- 
trously, Destruction Derby. At the moment, Capcom 
has stated only that "story and basic gameplay will 
remain the same.* 




TEKKEN 3 

We don't normally bring you items on Namco 
products, because they never come to Saturn 
and because they are often pale imitations of 
Sega titles. But Tekken 3, we know is a much 
anticipated arcade title, and the first to show 
NamcQ's new coin-op technology. II will proba- 
bly be the big competition for Virtua Fighter 3 
on console later this year. These pics show 
updated versions of old characters. Law and 
Yoshimitsu* but we have np details of new 
characters. First reports were that the board 
itself is actually a disappointment compared to 
Sega's Model 3 technology. 



TEKKEN |3 j( ARCADE ) 
PUBL [ SHE R : |NAMCO . 
AVAILABLE |N / A 
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RE-LOADED 



l 
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Gremlin will be revisiting its space 
criminals on Saturn again this Spring, 
with the follow-up to Loaded, the 
imaginatively titled Re-Loaded. The 
conversion of the original was a sur- 
prise hit for the Sheffield developer — 
No. i in the charts in fact. Re-Loaded is 
essentially more of the same, with some 
of the irritations of the original smoothed 
out, The Vox character has been 
'erased', but two more lake her 
place, the cannibalistic disco bunny 
known as The Consumer, whose 
favourite recipe is *Beefy Brains' 
and Sister Magpie. intpTgalacTif nun. Ex 2000 AD 
artists have created new artwork and rendered 
sequences for each. There are also six new planets 




split into multiple over- 
head-viewed sub-lev- 
els, taking one or two 
players to confront 
their old adversary 
FUB i now brain- 
merged with a hippie 
artist resulting in the 
creation of a gigantic 
beast known as CHE B. 
The levels are more 

compact thar l'ie 1 brawling jjredecebbors, with 
new puzzle elements, more sophisticated than 
those door-key conundrums of Loaded. Smarter 
graphics and a more noticeable 3D perspective 
have also been developed. Expect Re -Loaded 
sometime in the early Spring. 



-LOADED. PUBLISHER 
REML 1 N . |AVA 1 LA9LE 
SPR 1 N j . 
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OUT NOW 



DARK SAVIOR (HU) 



Hi ' ^ 



With 
loads of 
locations 
and five 
different 
plot- 
lines to 

explore, this lavish RPG adventure 
will keep you playing for absolutely 
ages. If you enjoyed Megadrive 
Landsialker this is the one for you, 

OVIRAU 90% 



Oil MAR* TDILOCY irony 



T 



A fantas 
lie con- 
version 
of three 
cool 
action 
movies 

that works surprisingly well. The 
final driving section is the high- 
light although both gun stages nH 
keep V. Cop fans happy. 



OVIRAU 93% 
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TEMPEST 2900 (mntHflY) 

A cracking 
conver- 
sion of 
I he one 
game 
worth 
buying a 

Jaguar for. Except now Tempesl is 
on Saturn, so you don't need to. An 
undeniable classic backed with 
some infectious techno tunes. 



OVEBALL 8B% 




NM IT £U> 

NHL h gy 
has ail Ihe 
classic 
Electronic 
Arts paya- 
bility and 
enough 32 
bit gloss !o warrant purchase, 
look forward to next year's 
update as this version will rake 
some beating, 



OVERALL 6fi% 




BLUFFERS' GUIDE TO 
SOFTWAREHOUSES: 
1.AC CLAIM 



n3 L.n 



The first in a series of cut-out V keep guides 
to the people that release the games. We kick 
off with everyone's favourite: Acclaim. 

ACCLAIM IS... 

An American based software house with an HQ 
in Npw York, a turopean office in London and a 
Japanese arm. They release games from vari- 
ous developers, including Mirage and Taito and 
has three major developers of its own: Iguana 
entertainment and Sculptured Software in 
America and Probe in the UK, Acclaim employs 
appro*, iooo people. 

HOW IT STARTED 

Acclaim started business In 1987. as a publish- 
er of NES games in America. It's first year rev- 
enues were less than a million dollars, it 
entered in The Srga markpi n 1991 and opened 
a UK office at the same time. By the end of 
199S r il had annual sales of S^oom! 

THE ACCLAIM WAY 

Acclaim Is into releasing lots of different titles 
- II had 30-odd Saturn titles in its E3 
brochures. Acclaim sometimes releases crap* 
bul there are also gems in there. Acclaim loves 
to get its hands on a big license - it made its 
mark with NBA Jam, based on the Williams' 
coin-op and similarly, Mortal Kombal, as well 
as the Alien movies and Fox TV*s The 
Simpsons. AccJaim always has big stands at 
shows, dancing girls... Acclaim are quite big on 
girls, actually. 

ACCLAIM'S GREATEST MOMENT 

Mortal Kombal. The hype was immense for the 
console game, w+iich everyone initially thought 
was a sad Street Fighter clone in the arcades. 
After the cinema ads. the Vtnny Jones poster 
and the endless press coverage, everyone sud- 
denly decided it was a great contribution to 
Western civilisation and has been ever since. 



m. 



ACCLAIM'S WORST MOMENT 

Recently, posting massive losses in America 
and shedding hundreds of jobs to be leaner 
and Titter. 

THEIR NICEST FACETS 

Acclaim is good at supporting lots of platforms 
- it even did a couple of 32X games. Acclaim 
is also friendly and sociable. Recently it's 
become more adventurous and diverse in its 
game development with Bad Mojo, D and 
Constructor not being examples of 'typical* 
Acclaim games, 

THEIR NAUGHTIEST HABIT 

Slipping oui games it knows are a bit poo. The 
most infamous example of this was Rise of the 
Robots, which arrived on shrives in (ho dead 
of night and later scored 9% in MEAN 
MACHINES, 

HOW THEY'D LIKE TO BE REMEM- 
BERED 

The excellent Alien 3 on 16 bit, MKII, Alien 
Trilogy; NBA jam, 

MAT THEY'D BATHER tQU FORGOT 

Rise of the Robots Terminator 2: 
Judgment Day. Dragonhead 

ACCLAIM GAMES IN OUR CURRENT 
TIP SO 

Bust- a- Move 2 [14), Alien Trilogy (30) > KMem 
COTA (32), NBA lam Exlreme W) 



SALES CHART: SATURN I 

The official Sa t urn chart as comp i led /V^^^T 

by Chari-Traf k. Somehow the godaw- _ 

ful Doom is in the top ten, What are 1 

yoj playing at?! 

*8 RAtDE 

2 (1) ViRTUACOP 2 CSE6A) 

3 C2)WORLQWIOE SOCCER '97 

(SEGA) 

4 (5) COMMAND K CONQUER (VIRGIN) 

5 (-) INTERNATIONAL VICTORY GOAL 

(SEGA) 

6 (-) SEGA AGES (SEGA) 

7 (4) DAYTONA CC£ CSE6A) 

8 H DOOM (GT INTERACTIVE} 

9 (R) ATHLETE KINGS (SEGA) 

10 (R) EXHUMED (SEGA) 



CAPCOM 

CLEANS UP! 



Rfviffkming its position as 
top arcade developer, 
Capcom swept the board at 
a recent lapanese Arcade 
Awards ceremony hosted by 
Game st magazine. Streel 
Fighter Zero 2 won both 
Game of the Year and Beat 
*em up of the year, and Dan 
from Zero 2 was voted as 
the most popular character. 
Capcom also took home the 
Most Popular Company 
award, the ninth year out uf 
ten that the company has 
won (hat category! Seed's 
Virtta Fighter won the 
award for best graphics, but 
was only placed 4th In the 
Game of the Year category. 




TEN PIN ALLEY 



What software library would be com- 
plete without that most essential of 
games, the ten pin bowling sim? EA 
obviously reckons that Ten Pin Alley 
will plug a yawning genre gap in thfc 
Saturn's line-up, as it's planning to 
release what can only be described 
as a bowling game sometime this 
spring. We know that the Americans 
love their bowling, to the extent thai 
there is actually a law which states 
that every US sitcom has to have an 
episode where Are whole cast go bowling, but we can't imagine that UK 
gamers will be queuing up Co buy it. Still, EA has loads of cash and can 
consequently do whatever it fancies, so who are we to argue? 






OARKLiGHT 



As well as working on lonah Lorain fiugby for 
Codemasters h Liverpool developers Rage 
also have a shoot- 'em -up. Darklight, in the 
works for EA. Promising fast, space-based 
f ameplay, Dark light's plot seems I o involve 
a futuristic version of a student exchange 
pra gramme. The player is cast as a geneti- 
cally altered human fighter pilot who has 
been assimilated into the society of an alien 
race. The Reptons, The Repton military sys- 
tem is composed of several clan armies, and 
the player has to pledge their allegiance to 
one of these. Relationships between clans 



are generally cordial, but when feuds erupt, 
all hell breaks loose. As a Tighter pilot, you 
obviously get chucked in a! the deep end, 
fighting on the front line of Interclan bat- 
tles, EA is promising "stunning imagery, 
faultless payability and beautiful graphics", 
as well as the opportunity lo explore the 
workings of Repton society. As yet. the 
Saturn version has not been given an official 
UK release date, but since we should be vet- 
ting a preview copy neat month, ,\ btn.-ei 
date sometime in March or April would be 
our guess. 



OARKLIGHT, pEVELOPEB ! 
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PERFECT WEAPON 



EA is pretty busy at the moment, as it's cur- 
rently preparing Perfect Weapon for a 
February release. Players take on the role of 
The stupidly monikered Blake Hunter* mar- 
tial arts expert, and are faced with a stag- 
gering 1300 3D Locations to explore. There 
are 20 types of alien critters to duff up and, 
thanks to advanced Al, you can expect 
simultaneous attacks from up to five ene- 



mies at once. The gameplay takes the form 
of a scrolling beat-'em-up, with loads of 
martial arts manoeuvres to discover, if ail 
goes according to plan, a preview will be 
gracing these pages next month. 



> s 




PERFECT WEAPON. DEVELOPER 
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SHORTS 



Those who know, in the 
know. 

SEVEN MILLION 

Sega's latest business report points ro a seven 
million Saturn user base worldwide, with lI 
million predicted US Saturn by end of March, n 
million in Europe and the rest in Japan. A surge 
of 500,000 units sold in the US in December 
alone has made them upbeat, and this was 
down to the 3 -game deal (Sega Rally, VF? and 
Virtua Cop with a Sat urn for $199), It's 'the 
mosi successful pro motion in Sega's history 1 
according to US VP Beroie Slolar. 

ONE MILLION 

Core Is celebrating a million estimated global 
sales For Tomb Raider, and that 1 ? before the 
game is released in Japan later this month, The 
game has topped the US charts in January. 

■ ■■•Trrrmllri rrrroimrrrr- • liii.jjjjii.iiHijjiiMi j 

ALERT! ALERT! 

There are strong rumours thai Virgin will Fol- 
low up Command and Conquer with (he PC 
sequel, Red Alert „ which was the biggest PC hit 
□f the year. Created by WestwaDd arid 
released through Virgin, it updates the game- 
play with European nations battling with all 
new weapons, 

BACK BONE 

You may be wondering what happened id Mr 
Bones, previewed a couple of months back. 
Well, Sega is stilt wailing for a PAL conversion 
which deals with the problems of sound cue- 
ing and FMV speed, caused by the differences 
between UK and American systems. 

HELLO SAILOR! 

One new Electronic Arts project, for which 
there are no pictures* is Battle Stations. Due in 
April, all they know is that it's a combat game 
featuring ships. We re all crossing fingers for a 
Command and Conquer clone set on water, 

DRIVER'S MEG AAA IX 

This is a persistent rumour with apparently no 
basis in fact - AM2 are planning to produce 
an updated amalgam of their driving games in 
a style similar to Fighters Megamix. Since 
they've only produced Daytona USA tor 
Saturn, we wonder exactly what they'll com- 
bine k with, 

VIRGIN RAGES 

In an upbeai announcement Virgin interactive 
has sealed a deal wiih Rage Software. 
Everyone has been getting into bed with Ihese 
industry types al Ihe moment: Codemaslers 
with lonah Lornu. Acclaim with Striker, €A with 
FIFA 97 and Darklight. Two possible Saturn 
projects from the pairing are Hellracer and 
Striker 'o& (both starling on PC). Hellracer 
r.a me.in . im.d .bi L dJ. .onuiiwersy. IdLc. Jd&l .yjuuc . , 
as its ex-Psygnosis creators were accused of 
making it look too much like Wipeout. 



CONQUEST EARTH 



The attack of the Command and Conquer 
clones has begun! The first is from Eldos, 
and takes place during a war between the 
Earth and a race of gaseous beings dis- 
covered on lupiter by the Gallileo space 
probe. As with C&C, you can choose to 
fight as either side, and missions are var- 
ied accordingly. Where it goes further 
than CMC though, i$ the extent lo which 



the two sides differ. The lupitians have 
rnorphing bud ei> cjpdble of forming an 
array of attack craft, and their overall 
goal is to take over the Earth by any 
means neccesary, including destroying 
the atmosphere! Playing as the Humans, 
you have access to a more conventional 
selection of weaponry. Look out for a full 
preview soon. 



IQNQUEST |EARTH. pEVELOPER: 
"DESIGN. IPUBL I 5HER : ISESA 



RE LEASE 



MARCH 



OFFICE CHART 

Whilst we've been far too busy to play games 

this month, this is what we would have been 

playing if we had any spare time, Which we 

haven't. 

1 (-) FIGHTERS MEGAMIX 
2(1) RED ALERT (PC) 

3 (-) SQNfC 30 

4 (-) DIE HARD ARCADE 
S (-) ENEMY ZERO 





VIRTUAL ON 
AND ON 



After last year s PC conversions of, 
amongst other titles, Sega Rally and 
Virtua Fighter. Sega has announced 
the release of a PC CD ROM version 
of Virtual On that uses Intel's shiny 
new Pentium MMX processor tech- 
nology, The MMK chipset has been 
designed with games and multimedia 
applications in mind (and about time 
too), and is capable of running 
games like Virtual On at 30 frames 
per second, even at high resolution 
with 16 bit colour, If you look closely 
at these screenshots, you'll also be 
able to see that there is no sign of 
the "net curtain' effect seen in the 



Saturn version. It 
should be fantas- 
tic, but once again 
Sega is targeting 
(he high -end PC 
market with its 

conversions, and just how many 
people do you know with MMX 
PCs? Rumours are also floating 
around concerning PC ver- j 
starts of Fighting Vipers and 
Worldwide Soccer V that 
will also be MMK compatible,, 
so expect further coverage just 
as soon as we manage id blag 
ourselves an MMX PC! 





LOST VIKINGS 2 



Seasoned gamers may remember 
Lost Vikings, a Megadrive platform 
game from 1993 which featured 
three bearded Scandanavian gents 
known as Eric the Swift. QUf the 
Stoul and Baleog the Fierce Well 
now, as the press release says, 
they're back, in a new adventure 
bearing the cringeworthy subtitle 
H Norse by Norse west'. Each of the 
three heroes have their own special 
powers, which need to be used to 
solve the puzzle based game play 
Lost Vikings 2 also offers s different 




worlds to play 
through, 
including a 
jungle, 
Transylvania 
and pirate 
haunt. Don't 

expect anything ground-breaking 
plot -wise, but there is a real lack of 
traditional platform /puzzle games 
on the Saturn (although some peo- 
ple may say that's no bad thingj so 
we'll be covering Lost Vikings 2 with 
some interns?. 



nopse \sy[_ 

jPUBL i 5HES ! 
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MARIO ANDRETTI 
RACING 

Wheel out those 'Mario on Saturn 1 headlines again, as another 
famous person called Mario gets a Saturn fame named after 
him. In this case it's Mario Andretti* of Indy Car fame, and the 
game is based, as you would expect, on his antics behind the 
wheel of assorted rapid sports cars. You can 
choose between an Indy Car (think Formula One) 
or a NASCAR (think Touring Cars) racer, and com* 
pete on a full season's complement of sixteen 
oval and street circuits against a Held of real life 
drivers. Whether Mario Andretti Racing will turn 
oul to be an inferior incarnation of Daytona USA 
remains to be seen, but you can customise your 
mean machine extensively, and even race as a 
McDonalds sponsored car. Mario Andretti Racing 
is warming up in 
the pit lane for a 
likely February 
release, so we 
should be on the 
case with a full 
MEAN MACHINES 
review next issue. 







GOSSIP 
SHOUTS 



XMAS NO.l 

What was the biggest seller over I he 
Christmas period? No. not the Spice Girls — 
on Sot urn, Selling marginally less than the 
Dunblane appeal song was. umm + Virlua Cop 
2 game and gun pack. 

WE'D KILL FOR MDK 

funny little response ■ had to a question lo 
Dave Perry about his 'other' game, ie, not Wild 
Nines, MDK. This is a brooding, sd-fi adven- 
ture shoot->m- up using an amazing 3D 
engine and detection system that allows you 
lo aim at Targets a kilometre away in the game 
world, and shoot between Iheir thighs! Having 
Ihis game converted would be excellent news, 
and from Dave Perry's cryptic reply it would 
seem it's up to Sega to 'hurry up and make a 
dear. So we say to them, hurry up and make a 
deal! 

STREET FIGHTERS 
MEG AM IX 

The last bit of news before we went to press 
*- a rumour of a Capcom plan lo produce a 
megamix version ohhe Street Fighter series; 
II, Turbo, even the Zero games, combining 
characters and techniques from seven differ- 
ent projects into one Saturn title, 
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NEWS CAPE! 



Well, wp've t>pf>n spending far too much time on- 
line again this month, so here's our recommend- 
ed list of websites worth visiting: 



1* Shiny Entertainment 
(http://www.shiny.com) - All 
the latest info on Shiny's 
upcoming games. If there's- 
Wild 9 info on the site that's 
not in our First Look this 
month, we want to know! 




J ■ 



c a pc on 




a+ Warp Records 
(http://www.warp- 
net.com) Nothing to 
do with Warp of Enemy Zero fame, but this is one 
of the besl Looking web sites we've ever seen. 
You'll need Netscape 3 for it though. 

J. Capcom USA (http://www.capcom.com) - Not 
as good as Hie Japanese site, but ifs in English 
and has all the info you could possibly need on 
Capcom's line-up, including SF III! 
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SEGAWORLD CHART 

These are the games that are still getting coms4n -slots 
down at London's premier arcade establishment. 

1 (1) VI RT UA FIGHTER 3 
2(2) X MEN VS STREET 
FIGHTER 

3 (-) SEGATOURING CAR 
CHAMPIONSHIP 
4 (-) WAR-ZARD 
5 (3) SEGA RALLY 




OY, MEAN MACHINES; WADDYA 
THINK OF MY CHART THEN? 

MY TOP THREf SATURN GAMES ARE: 



I'M GAGGING TO GET MY MITTS ON: 

rrmiiii rrnnnlK-fHiHiHt+Hf<"l ■■«■■■•) " "» u i ...... u 

I RECKON THE MOST POPULAR GAME WIlL BE: 



NAME: 

ADDRESS... §■ 

b...iiiiuiiimjjiiinii«ii ■ ■irriiiiiiinr miriiH! 

Send lo. Rwdtri Chart, MEAN MACHINES 
SEGA, EMAP Images Ltd, Prior y Court 10-32 
Famngdon Lam, London EC it SAU. 



COMPETITION! 



To tie-in with the imminent release of Tim 
Our ton's new 'flidk\ Mars Attacks!, our mates 
at Titan Books produced a Spiffing Making Of 
book. After the big budget thrills of 
Independence Day, Mars Attacks! may not look 
Like much cop. However, the film Is actually a 
tongue-in-cheek homage to 1950's sci-fi B- 
movies, and so the $50 million budget has been 
spent making the film look as cheesy as possi- 
ble, it also boasts an all-star cast, including lack 
Nicholson, Pierce Bro&nan. Glenn Close. Michael 
J. Fo* r and even your gran's favourite crooner, 
Tom lores. We have three copies of the book, 
worth £17.99. to give away, so to stand a chance 
of winning a copy, just answer this simple ques- 
tion. 

Which of these three films did Tim Burton NOT 
direct? 
AJ Batman 
B) Batman Forever 
q The Nightmare Before Christmas 

Put your answer on a postcard or sealed down 
envelope, along with your name and address, and 
send it to: It's Not Unusual. Mean Machines Sega, 
Priory Court, 30-32 Farringdon Lane, London, EClR 
3AU. 



Hit Fine Print 

1) The closing date for entries is 26th February 1997, 

2) The competition is not open to employees of EMAP 




images Ltd. or Titan Books. 

3) The Editor's decision is final. 

4) Winners will be picked from the correct 
entries only. 

5) Aliens with big bulgy brain-like heads 
need not apply. 




READERS CHART 

So what are you gagging for this month? Fill in 
the coupon at the bottom of the page to have 
your say and you might win a prize. This 
month sees Core's Tomb Raider dominating 
the top of the charts once more. 

H4) tomb raider moos) 

2 (5) HaRLDkflDE SOCCER 
'97CSESA) 

3 (2) SE6A RALU(fcESA) 

4 C-J VIHIUa COP 2 CS£6a3 
5 (3) VIRTUE FIGHTER 2 

(SEGA) 



SALES CHART: A_ 

MEGADRIVE I 



The official Megadrive chart as compiled by Chart 
Track. FIFA '97 is still outselling everything. 

1 (1)FiFA'97(£A) 

2 (3) PREMIER MANAGER 
(SEGA) 

3 (R) THE LION KING (VIRGIN) 

4 (R) COMIX ZONE (SEGA) 

5 (2) SONIC 30 (SEGA) 
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JAPANESE CHART 

Mo surprises here either, as Enemy 
Zero is still number one in Japan. 
Sega's big Christmas games are 
stilt selling well too. 



1. ENEMY ZERO (WARP) 

2. VIRTUAL ON (SEGA) 

3. TACTICS OGRE(EKIX) 

4. MOBILE SUIT GUNDAM 
GAIDEN II (BAndai) 

5. VIRTUAC0P2(SEGA) 



WARRIORS ON TELLY 



Well, kind of- Due out in Japan in March is a 
Night Warriors (or Dark Stalkers, as it's known 
over there) animated video. No doubt Featuring 
alt the characters from CapconVs excellent 
be at -'em -up, the clips we've seen 
certainly look to be up to the quality 
of the Street Fighter V animated 
series released in Japan a couple of 
years ago. There seems to be a trend rn 
Japan for anime tie-ins based on popu- 
lar video games> as Panzer Dragoon, 



Fatal Fury and Toshfnden videos are also avail- 
able. The Street Fighter anime movie has been 
one of Manga Video's best sellers, so hopefully 
it'll only be a matter of time 
before some of these ani- 
mated wonders are picked 
up for release over here. 
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HACKS/TIPS/CHEATS/CODES 
WIN AT CONSOLE GAMES 
WITH THE 

CONSOLE HELPLINE 



OWMIMW INFORMATION LINE k LNDO 

089U31M01 PLAYSTATION CHEATS /CODiS / HELP 

001418402 ULTIMATE MORTAL KOMI AT / SATURN 

Mil*3i]ft-4Q3 ADVENTURE GAMES FULL SOLUTIONS! 

OO01-51S4H MICADRJVE CHEATS / COLUEN OLDIES 
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SrWMIMO* GOT A MODEM? CALL THIS NUMBER FOR IDOO'5 Of CHEATS 
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GS9141W13 MORTAL KOMB AT LTL CODES, CHEATS, TIPS 4 MOVES 

0W141WH CHEATS A I L KINDS Ol Li»Nmi:I l.WII.S 

M9141M15 MORTAL KOMBAT Ii, CODES, CHEATS, TIPS k MOVES 

Om^lMlD PLAYSTATION NEW RELEASE CHEATLINE 
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NO MUSIC WAfFLE k TIME WAS I INO It Si SlKVK.HI ■ CJ I III HELP. 
PLEASE HAVE PEN k PAPER READY FOR INFO. 
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Hoping to emulate the success of Earthworm 
Jim. Shiny Entertainment are about to take 1? 
bit platform games to the next level with Wild 9. 



COVER STORY 




Shiny's new console game. We've been gagging for it since our first 
glimpse at Autumn ECTS. Now with the aid of the Internet, we 
bring you Wild 9. 



One of the nice things about video game development is how 
small concerns can wield respect and influence beyond their 
sin. Big Is not always beautiful, and the most creative games 
often come from compact and focus sed teams. Shiny 
Entertainment are still that, despite expanding in the wake or 
their two 16 bit hits. Earthworm Jim 1 & a. Although effectively 

bought by Interplay, they have 
retained their creative autono- 
my, and have concentrated on 
just two projects: MDK, a dfff, 
jD action adventure for PC, and 
Wild Nines, a colourful plat- 
form adventure for consoles 
that has the EWJ spirit. 




WILD NINES 



This Is not to say that console owners are being palmed off with a 
Megadrive throwback, which thev might have suspected after the disap- 
pointing Saturn version of Earthworm Jim — disappointing in the sense 
that It offered little that Shiny had not already achieved with the original. 
In Fact, they had nothing to do with that product. 
Au contraire! Shiny are preparing to push back the boundaries of achieve 
mem, using l he specific strengths of the 
super consoles in graphics' handling and 
effects- They also want lo do, loosely, a pisi- 
form game, a genre which has been very 
poorly supported on Saturn so far (and even 
more so on PlayStation). 
Wild Nines' most ambflious facet is that it is 
to be constructed entirely from polygons. The 
main characters are polygonised from original 
hand drawn sketches, and the landscapes are 
in a 3D environment, a polygon framework 

covered with a 'skin' of bitmap textures. This wFII unleash the game from 
the left-right conventions of games like Clockwork Knight, and even 
those four-directional ones of Bug! 

Shiny has developed its own tools (tools are customised programming 
utilities created by the team allowing them to get the kind of results they 
want from the operating system) for this task - balancing the speed and 
flexibility of perspective thai polygons offer, with the level of detail they need to 
convey the quality of their graphic artists, 

Dave Peuy is overseeing the project, which is now scheduled for September 
pttl. Always with an eye on the main chance, Dave thinks his cavalcade of char- 
acters are as good candidates for cartoon and toy stardom as Earthworm Jim 
(which has recently had another series of animated shows commissioned). 
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Why should we paraphrase what others have Lovingly crafted: here's 
Shiny's story behind Wild Nines verbatim; 



THE STORY THUS FAR... 




1 



The Wild Nines is the story of Wex. our herof!! A 21st Century Earthllng, 
lost in the Annapolis Cluster in the midst of a galactic war. Fate has 
brought him together with eight ragtag teenagers whose families have 

been destroyed by Karn and his tyranni- 
ljI j'^driisJtion known as Domination. 
Our tale takes place in the Annapolis Cluster; a spherical entity 
composed of thousands of Inter-connected planets, with si* 
suns in full rotation. The Cluster (as it Is known to its inhabi- 
tants) has played host to a galactic war between Karri and any 
one foolish enough to stand In his way, Karn can be best 
described as an enormous 376-year old face (measuring the 
size of two football fields) mounted Dn the ceiling of his palace 
headquarters, on the outer perimeter of the Cluster. 
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CytttftineticaUy connected to Kam is a monstrous fun 
i the Zero Cannon, which is shooting everything 
i a 500- mile radius of the palace. This, in effect, has 

I a large crater in the Cluster that is lined with an 
I of space debris shot out of the sky. 




As if this weren't bad enough, Kam^ army, lead by Colonel Curtz has been 
slowly and systematically destroying the Cluster; "charring* planets and leav^ 
ing them in ruins. The eight teenagers allied with We* have all had their homes 
and families obliterated by Karn's ifon-fisted rule. Th*y all managed Lo escape 1 

this destruction and have eventually found each other. They have asked Wex to Lead them 

in their quest to defend the rest of the Cluster against the tyranny of Kam and 
Domination. Wex hesitantly agreed, but did so based solely on the condition that once he 
could find a way back to Earth, he would leave them,... 




WEX 1 S STORY 



So what is a hot shot, speed demon like We* doing in a nasty place like this anyway? Well 
The year is 2072, The World Aeronautic Space Alliance ■ 

' (WASA) has lead Earth in conquering all nine Uno pun intended) plan* 

ets in the known solar system. WASA's chief exploratory astronaut. 
Major John Wafer, has been chosen to take his family, composed of hiq 
wffe lane and their teenage son Wex, on a 2$-year fact finding mission in 
search of life beyond the Milky Way. 

When the Majors' vessel had reached the end of the galaxy, they were 
hurtled into a world unknown to them. Suddenly, and without warning, 
their ship was undef brutal attack by what 
appeared to be uniformed alien creatures. 
To save their son. lohn Major pushed Wex 
into an escape vessel, and then hit the 
^eject" button. Wex slid away screaming, 
with the vision of his mother and father 
being attacked to haunt him for the rest of 
his life,.. 
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Wex looked around only to see a terrain that can be 
described as "dead"; filled with charred space junk 
and a devastated geology Instead of a skv overhead, 
there was a multitude of various si?ed 
planets, all con- 
nected with cylin- 
drical pieces of 
land, Wex had no 
choice but to 
explore the surface 
to find safety and 
hopefully a way 
back to Earth. 
Hidden in the middle 
Of all the space junk 
covering the planet 
surface, Wex came 
across an odd shaped device with a 
metallic glove iyrng next to it. Curious, he tried on the 

glove and pointed at a nearby rock,.., 8LAMLIML A 

blast came from the metal ftig on the ground, blowing 
the rock into tiny pieces. Cool! Wex 
began leaping about, firing at all lhat surrounded him. 
During this, Wex realised that if he used different hand 
positions, various types of blasts would come fTom th<? 
Rig, including light beams, rapid fire shots, energy 
beams etc. 

Wex awkwardly placed the Rig on his right shoulder 
and put both hands together creating the biggest 
blast of all. Wex was knocked back ten feet, and 
when he Landed a small creature named B p Angus 
(with a silent *B-) emerged from the rig, coughing 
and sputtering. Wex asked the bat-dog creature 
what he was doing in the Rig. and the mute ETAngus 
mimed the story of how he was being pursued by the 
notorious Black Sheep, who mistakenly held B'Angus 
responsible for his ship being 
shot out of the sky. ^turned 
out that the only safe refuge 
in the world Tor B'Angus was 
this indestructible Rig. now 
worn by Wex. A mutually ben- 
eficial relationship and life- 
long friendship was created. 
So begins Wild Nines.,. 
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In his trawls with B'Angus, Wex came across a hut-like building embedded 
in a mountain with explosions and screams emanating from inside. The two 
went Tor a closer Look. When they got to a window, they witnessed a battle 
between eight teenage "aliens" and a far larger group of soldiers greatly 
resembling ihe ones that had attacked his ship months before. Wex, out of 
sheer revenge, pole-vaulted through a window and into the 
middle of the building. He immediately began using the Glove 
and Kig to blow all of the soldiers away, The eight had found 
their leader. Thus the creation of a team of nine renegade 
teenagers wild enough to take on an entire galactic army.,... 




MEAN MACHINES conducted an interview with Dave 
Perry and Tom Tanaka, Wild 9's Lead Designer, via E- 



i. Mow is Wild Nines not going to be 'just another 
platform game' 1 

Amazing animation, living worlds and advanced 
weapons. The "jumpy - kill things with your bottom" 
days are over. 

a. Will there be other player characters apart from 
We* 7 If yes, will they have individual attributes? 

Yep, we are working on a TV show at the moment. 
There are currently 24 Wild o/s characters. We are try 
ing to get as many as possible into the game. 



y How have you constructed the 3D world Tor Wg? 
Is it 3D in the sense of NiGHTS and Crash Bandicoot, 
or do you have complete freedom? 

It changes as the need arises. Joypads are 2D and so 
when you want to really 
kick some butt, we fix the 
control to suit the Joyparj. 
If you are in an area that 
does not require firing, 
then you gel the free 



Th* f*rtl0l* rnem- 
b*n of Wild 9- 
Hubbo-hubbo! 



dom, Basically we are trying to take away the frus- 
nation that 2D joypads give you in a 3D world. 

4. If it's all polygons, how will you get the level of 
d ela 1 1 of your sprite games? 

It is ail Polygons, we use shading and detailed textur- 
ing to keep the level of detail as high as possible. The 
character quality will come from the shape {well 
designed models), movement (fluid animation) and 
detail (beautiful texture maps). 

5. Earthworm Jim 2 had lots of different game style, 
tike the Zajoton section and the Peter Puppy 
rounds. Is this something to be found in 
Wftd *7 

Yes, that is our trademark, you will see 
this happening in MDK as well. We 
think It Is more fun when playing a 
game to have something new and 
interesting In the ne*t Level. If every 
level is EXACTLY the same engine 
then the game gets boring quickly. 
Driving games suffer from this 
really heavily as the develop- 
ment teams think that just 
changing the track is enough to 
keep people playing, the real trick Is to 



also change the PLAY. 

There will be new game twists and 
turns to please the player, but not so 
many as to alienate the player from the 
gamp i,e, going from a platform game to 
Tetris. 

6. Are yvu creating rendered sequences 
or ii there some other way of telling the 
storyHWe know yr*u hale FMV) 

I 100% Gameplay. If we do any rendered 
sequences It will be for our logos or to say 
"Well Done!" Because Wild Nines has a lot 
of story attached, we feel forced to do 
some video. I am npt being stupid about it h 
I just believe the gamepLay deserves that 
time rather than following convention, 

FMV is an option for story telling, but we 
are working on other alternatives that are 
just as "plot informative" and less underactive as 
FMV is notorious for, 

7 rell us about some of the planetary locations for 
the game. How many levels - are they sequential or 

selectable? 

There are going to be around 8- 10 levels, They take 
place in COMPLETELY different environments. The 
planetary system that you are living in Is actually a 
csL^tef of planets joined (a bil like the balls of a mol- 
ecule with the bonds connecting them). This means 
you car 30 from any planet to any planet yet the cul- 
ture is very diverse, 

Some of the worlds in which the 
Wild Nines live in are distorted mir- 
rors of our own reality; enough of 
the familidr to bring the player 
into their world, enough 
weirdness lo make them 
realise they're only visiting. 




1. Your games have a repu- 
tation for being 'goofy'. Is 
W9 going to be SERIOUS? 

Yes very serious, but with cows. 

WeVe heard about this new 





wonder weapon called 'The Rig'. 
Could you expound its powers to 

us? 

A brilliant piece of unexplained 
alien technology. The RIG is basical- 
ly a "Matter to Energy to Matter 
Emulator". A material sample is 
"fed" into the RIG which in turn 
fires a beam of energy at a target 
making that target take on the char- 
acteristics of the "sample" material 

I.e. If a howling ball is fed into the 
RiG. the energy beam then fired 
would cause the target (enemy sol- 
dier) to swell into a spherical shape 
and become rigid, a gianl m.v ■ ? 
ball. It then can be pushed, rolling 
over other enemies or even through 
brick walls. The effect of the beam 
however only lasts to seconds. 



It can also torture your enemy 
which we expect many developers 
1o copy, 

to. We think EW|z was a bit easy. 
Is W9 designed to be harder? What 
comments about your EWJ games, 
helped you when making W9 

Wild 9*5 will be paced so that the 
enemies" intelligence will watch 
your play style and adjust accord- 
ingly, 

11. Are there any features to make 
you replay the game once you've 
completed it? 

There is more then one goal within 
each game level, Each world has a 
number of tasks to do. but not all of 
them need to be explored before 
the player is allowed to move on to 
the next world. The trick is p can you 
solve them all? 

12. What's been the most A) 
rewarding, B) frustrating aspect of 
working with the 32 bit consoles? 

A} The ability to visually, and (hope- 
fully) gameplay-wise to do more 
then what we were confined to In 



the 1.6 bit machines, 

B) Starting from scratch. A new 
engine, new software to learn 4 new 
tools to write and so on. Getting 
that same rhythm of development 
we had in the 16 bit days will take a 
while to nail down. 

13. Are console owner* going to 
see your game and go wow'f Or is 
the element of visual impact not so 
important to you? 

Beat the dust off your WOW! meter. 

14. What's the nicest thing you 
have to say about the Saturn? 

It's a very flexible machine, like it's 
predecessor the 

Genesis/ Me gadrfve. You've just got 
to dive down Into it's guts and dig 
around to make that machine sing. 

I have been waiting for years to be 
able to play arcade games at home. 
The Saturn is finally making that 
dream come true. 

15. Where do you get your excel- 
lent artists? 

They find us through the 



WWW.SHINYXOJw website. The 
most talented are usually the most 
frustrated. Shiny gives them a 
chance to really prove I heir ability 
unhindered, 

if + What feature of the game in 
development is most pleasing to 
you currently? 

The look, the feel and the weapon. 

17. When do you think it will be fin 
Ished? 

When we think it fs perfect. Which 
is late Summer '0.7. 

1 k Do you not consider a conver- 
sion of MDK for consoles too? 

A team called Neversoft is convert- 
ing MDK to PlayStation right now. 
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Shiny have a high percentage of artists 
and animators on their staff, and the 
background of many is cartoons and 
animation; a style that suits Wild Nines 
perfectly. The level of their output is 
incredible, compared to most develop- 
ers, who seem unable to dredge up a 
couple of pieces of artwork for features 
such as these, and who dr aw th eir 
characters directly on 
computer using 3D 
packages. Shiny go 
through a process of 
sketching characters, 
doing full-size colour 
illustrations and then 
adapling these on the com 
puter. This way. you get a much 
more vibrant idea of the char- 
acter's life', AJso, Shiny 
tend to spend as much 
time developing enemy 
characters* weird and 
wonderful, who have as 
much a life as the good 
guys. It's this attention to 
detail for all aspects of 
the game world that 
Shiny think lead a game 
to be loved by its players. 
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The biggest 'star' of the game is not. on 
balance. We*, its youthful hero. It's actu- 
ally his weapon, dubbed 'The Rig T > When 
Shiny first gave out information on the game. Shiny's Kevin 
Munroe enthused about the idea behind The Rig. and revealed how 
important il was, Shiny realised a Lot of the popularity about the EWJ 
games stemmed from the cool weaponry, and 
how instinctive it was to target and use. They 
wanted an equally responsive weapon for WUd 
Nines, with as much variety as the different 
weapons In EWJ, The Rig wraps around Wex's 
body and derives its abilities from the foes 
We* faces. Aimed at the enemy, it will create a 
weapon thai responds to ihe essence of that 
foe, You'll appreciate the variety and unpre- 
dictability that will come from this, as players 
have to learn the tactics of each possible form, 
and also adapt to changes as they play. Also 
appreciate the time that has to go intd devel- 
oping graphics and mechanics for a If these 
weapons and integrating them within the 
memory restrictions. 



license. He takes a sizable share 
of the staff too h and they form 
Shiny. The put everything on the 
line to spend a year developing 
Dave's own character. 
Earthworm Jim. 

Earthworm Jim is a huge critical 
success, and a huge hit In the 
States. Shiny are persuaded to 
do a sequel for 16 bit consoles 
but are already looking to the 
next generation. Shiny are 
bought by Interplay, Dave wan- 
gles worldwide toy 
and TV show 
deals for 

Earthworm 
|im. 



1992; VIRGIN 

His move to Virgin's UK develop 
ment team produced Mick and 
M.irk: Global Gladiators, a nippy 
platformer that sowed the seeds 
of his celebrity. After that came 
Alnddin. a huge hit made with 
what became known 
ns Thr 'DrivF Prrry 
platform engine". 
After that came a 
move to Virgin's 
California base far 
Cool Spot. 

1*93; SHINY 

Dave leaves Virgin 
suddenly, part way 
through lungle I 
Book, another 
Disney platform 
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Capcom s muth rumoured Street Fighter sequel 
rakes centre stage this month but make sure you 
also check out our exclusive Swagman preview! 
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Irs been Streerfighter II this and rhai since we were just young lads 
down pit. After years of waiting Capcom make the big number jump; 
now we are three! 

CAPCOM FINALLY UNVEILS STREET FIGHTER 

It's the fighting game rhat twat'em-up fans have been losing count 
Less sleepless nights over. It's a make -or break title for Capcom. It's 
the ultimate ore -on -one combal experience and it's almost here! Yes folks, 
after Four long years of research, development and programming, Capcom has 
at last revealed details and screenshots of its next major project, the oft 
delayed Street Fighter III. It's a testament to the power of CapconVs finely 
honed game engine and the payability of the Street Fighter series that has 
kept fans contented For the past few years, when Street Fighter II set the 
standard for future fighting games and reinvented ihe beal->m-up 
genre way back in 1991 no one could possibly have expected iust 
how popular the series would be or how long it would run for, Now. 
after the highs (Street Fighter Zero 2) and the lows (Street Fighter: 
The Movie). Capcom is once again about to reinvent its most prolific 
video games licence. 




ALL NEW CHARACTERS! 



Although we've managed to get our hands 
on more than enough information to fill this 
three page feature [look For more exclusive 
SFIII info in future issues), Capcom is still 
shrouding the Street Fighter III project in 
secrecy. What we have discovered though is 
simply mind blowing and so we'll begin with 
a look at the ten Fighting laces accessible 
^| from SF Ill's awesome character selection 
screen. It's interesting to note that only the 
Shotokan karate masters. Ryu and Ken, have made the transition from Street 
Fighter Zero 2 to this superb sequel. The other eight characters are an eclectic 
mix of inexperienced fighters, tough bruisers and two of the oddest creatures to 
ever grace an arcade cabinet. We're still in the dark as Far as bosses go, hopeful- 
ly we'll see Vega replaced by someone even meaner, but the possibility of famil- 
iar Faces such a.s Sagat 
and NL Bison making an 
appearance seems slim 
considering the "wipe 
the slate clean 1 tactics 
of the Capcom SFlll 
team. On the other 
hand + secret characters 
are an established part 
of most beat^em -ups 
these days so perhaps 
Gouki (Akuma) or 
another new Face may 
be lurking within the 
game. 





RYU 

Ryu still seeks (he true essence of 
fighting. Partly because of his 
tough, honour-bound personality 
and non slop training in the fighl- 
ing world, over the years his con- 
duct has deteriorated and become 
streamlined for only one thing; Ihe 
fight. He uses a base of karate 
augmented with original tech- 
niques. Unlike Ken. who favours 
gaudy attacks, Ryu uses bask, lo- 
the point moves. Since his one- 
time best friend became a father, 
their relationship has grown cold. 
Ryu's two new Supers are called 
Shin Shoryuken (or True 
Shoryukcn) and ftaijin Hadoken 
(Electric Blade Hadoken). 






IBUKI 



ELENA 



KEN 



ibuki is a young high school girl 
who lives in a tiny village in the 
mountains. The village she lives in 
is in fact a secret shinobi training 
facility which has been active from 
the Sengoku (Warring Slates) 
Period until the present day. 
Consequently, Ibuki has been 

trained in the I rue ninja 

arts along wit h her 

friends since primary 
school, Ibuki use* tradi- 
tional, fast* and precise 
Japanese ninja tech- 
niques. Even though 
she's an intensely-1 rained ninja. 
she*s still a normal high school girl 
who loves Japanese singing idots. 




Elena is a young girl From the 
sweeping savannas of Nofth 
Africa, She actually went to school 
in France, so she's well-cultured in 
Ihe ways of the world. She fights 
using a unique technique called 
Capoeira* and she only uses her 
Legs - there's not one punch in her 
repertoire. Her special moves 
include the uppercut like Scratch 
Wheel, the two-hit Rhino Horn, 
and the overbid Mallet Smash, 
Hei Super Arts (see next page) are 
the repeated- attack, Brave Dance, 
the Spinning Beat, and a Super 
that actually refills her life bar 
called Healing, Elena also wears 
the smallest costume we've seen" 



Ken now lives on I he west coast of 
the United Slates with his wife 
Eliza and their three-year-old son* 
MeL With his newfound family life 
he is extremely busy, but he 
promised Eliza he would enter a 
new fighting tournament with Ryu 
in order to renew their friendship. 
Even though he now has a family, 
Ken's burning spirit has not been 
quelled. Using his trademark 
flashy techniques and experience 
horn long years of sparring with 
Ryu, Ken reenters the right. Only 
one of Ken's Supers has been 
revealed so far, Shippu jinrat 
Kyaku (or Gale Lightning Kick;. 
Expect a Dragon Punch varient. 
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BASIC GAMEPLAY DETAILS 



Although Street Fighter III will be a radical departure, in terms of both char- 
acters and content, players will still recognise such basic game play ele- 
ments as energy bars, best of two rounds combat, special move* and Super 
meters. Players select from one often World Warriors (Ryu and Ken are the 
only characters to return for this sequel) and battle against each other in a 
variety of exotic global locations. Using a series of punches, kicks, projec- 
tile attacks and individual fighting techniques, players attempt to defeat 
their opponent within a set time limit. Of course 
these beat -'em -up rules have been carved in stone for 
years now but the fact that Capcom has produced nine 
sequels and inspired numerous others says something for 
the high quality of its game engine. 
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DUDLEY 



fighter from Manhattan. As a very 
young boy, his parents were killed. 
His father's close friend Tom took 
him in, acting as a surrogate par- 
ent, Torn, once the leading army 
martial arts instructor but now 
retired, trained Alex day after day 
with military martial arts tech- 
niques. One day. however t Tom is 
defeated by a mysterious man. 
Feeling the Mood of the fighter 
bubbling up within him, Ale* 
leaves on a journey to find the 
unknown man. 

AJle* uses his supreme speed Mid 
strength to defeat opponents. He 
uses grabs, holds and throws as 
well as powerful punches. 



Dudley's father achieved fame as 
an athlete in Britfsh sports, His 
Father wanted to mould his son in 
his image and, as a child,, Dudley 
had no freedom. During Dudley's 
university years, his father's Fame 
finally slipped, and the money ran 
dry, Now Dudley has become a pro 
heavyweight bo*er p and h. is 
regained his Family's former liveli- 
hood. Asa subscriber to the boast- 
ful dandy ethic, he always aims for 
perfection. Although he's small For 
a heavyweight boxer, he makes up 
for it with speed and technique. 
He has an E. Honda-style hundred- 
hands type move, the let Upper, 
and his Super Art is similar to 
Ken's Shoryu Rep pa. 




NEW MOVES 



Both Street Fighter Alpha 1 & z established Alpha Counters as a new form of block- 
ing and, if performed correctly, players would block an opponent's incoming attack 
and counter it with a special move of I heir own. Our sources now inform us that in 
Street Fighter III, Alpha Counters have been completely discarded in favour of a 
brand new blocking system, Details are still sketchy at the moment but we're led to 
believe that this system will enable players to counter high, low and jumping 

attacks then respond with an ener- 
gy draining attack. If s even possi- 
ble For players to reverse special 
moves and Super Arts! 




YUN & YAIM 

Yun and Van are twin dragons, 
originally from Hong Kong, that 
use Chinese Kempo. Their parents 
separated when they were young, 
and I hey now live at their grand- 
parents'. They are considered to 
be town leaders, always ready to 
protect their part of Shanghai 
Yun, the older brother, has sharp 
intuition and is cheerful, active, 
and hot-blooded. Van on the other 
hand, is insightful* calm, cool and 
collected. 

Using the Chinese Kempo they 
learned from their grandparents, 
Yun & Yan Sighs wilh speedy, pin- 
point attacks. Apparently, if you 
play a Yun Vs Yun match, one of 
you will play as Yan, 



SEAN 



Sean, Ken's student, is a half- 
la pa nese, half-Latino from Brazil. 
He fights using a very rough 
Shotokan style, and has not yet 
been able to perform the Hadoken. 
Shoryuken. or Tatsurnakt 
Sempuukyaku. Instead, he uses 
his own mix of street fighting tech- 
niques, such as his patented Sean 
Tackle and Tornado, mixtd with 
Ultra low -level Sholokan moves 
like the Ryubikyaku. His Supers 
include pathetic versions of the 
Hadoken and Shoryuken T the Hado 
Burst and Shoryu Cannon, and a 
souped -up Tornado, the Hyper 
Tornado, Sean could be a popular 
character with Ken/Ryu-style 
arcade fighters. 




SUPER ARTS 





You'll have noticed that thEs 
article makes reference to 
characters having H Super 
Aits". These are essentially a 
player's Super moves, per- 
formed when a character's 
Super meter has reached a 

certain level Each fighter actually has three Super Arts although 
only one of these can be selected from a menu which appears 
once youVe chosen your world warrior. When you perform a Super Art, the background will 
warp and there will be a burst of colourful animation usually followed by your opponent flying 
across the screen in agony. Discovering each 
character's Super Art should prove to be one of 
the major challenges when Sireet Fighter III is 
released over here in early March. 



NEXT MONTH 



According to our contacts in Japan, a virtually 
complete version of Street Fighter III went on test 
at the Chateau EX arcade in Osaka on December 
20th 1996. Capcom is keen to gauge player 
response and will only release the finished game 

when it's per- 
fect. Once weVe has some 
real hands-on experience 
with the finished game we'll 
bring you an updated pre- 
view bursting with the lat* 
est information on 
Capcom's phenomenal 
beat -'em -up sequel! 






STATE OF THE ART 

— I Sireet Fighter Ml 

^| will be (he second 
Capcom game lo 
utilise Ihe compa- 
ny's brand -spank- 
ing new CP System 
III arcade board. 
First seen si rutting 
its spectacular 
stuff with Ihe fan 
tasy beat -"em- up. 
War-Zard, CP-System III is the perfect showcase for the 
latest in the St reel Fighter series. Due lo the high 
specs ol its hardware. SFUl will feature multiple layers 
of parallax scrolling* transparencies, backgrounds 
changing from night to day and some of the smoothest 
animation ever seen in a video game. In fed our 
sources I ell us that the animation in SFIII is fluid in 
anything Disney has produced in recent years' Tlx* 
other notable feature ol this improved coin-op hard- . 
ware is Ihe- fact Out cerium gjme Yemeni S P such as 
background musk, are loaded straight from CD provid- 
ing crystal clear tunes to accompany your oribireeii 
niriulin^. We've also discovered I bar each < haracter 
has si* costume colours, there are multiple levels to 
some sections (similar to certain stages in X-Men), 
players can now «»p «i M 

<dash' toward their W *» ri , - '^empi± 
opponent and ^1 
there's all -new ■ 
Capcom artwork to - \ * ' ■ 

drool over when 

players Win or lose ^kM^^^yHgn 




ORO 



NECRO 



Oro rs a bizarre 140-year-old her* 
rnit who lives in the wilds of the 
Amazon jungle. Though he has 
|a pa nese* style moves, his past is 
shrouded in mystery. He feels his 
time is drawing near and he has to 
Find a pupil soon. He also thinks 
he is too powerful to fight with 
normal humans though, so he 
binds one arm. His moves are 
Nkhirlnsho, a projectile, 
Oniyanma, an uppercut, and 
Jinchuwatari. a kick move. His 
Supers include Kijinriki, a throw 
Super, Tenguishi, a Super in which 
he affixes a heavy stone to you, 
and Yagyodama, a super fireball, 



Necro is a genetically "enhanced" 
cyborg from Russia, who was 
experimented on by a mystery- 
man named "Gil." Now he wants 
only revenge (ifs even possible 
that Gil will be a boss character). 
He has stretchy limbs like Dhalsim, 
and his specials include a long- 
range throw called Snake Fang, an 
Electric Blast, the Tornado Hook 
and the Hying Viper. His Super 
Arts are a throw called Starodance, 
the Electric Snake, and the Ultra 
Electric Storm. Necrq should prove 
to be popular with players as he's 
a truly unique character wllh some 
coot, flashy moves. 
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"The Swagman Cometh 
Once upon a time, the land beyond sleep, 
the Swag mam 

Prince of Nightmares. King of the Dark, 
went creep, creep, creeping. 
I out from his Swaghouse on legs made of 
I candy. * i 



He crept through the dark, through the desert, 
through the shadows twixf sleep and awake, 
and into the nightrooms of children 
who lay snug and warm in their beds.^^^^ 




And pricked [hei^fflrirTnigers of ice. 
And whispered bad things in their ears 
of monsters and trolls and dark cor 
ners 

and things that go bump in the night. 

L And rhe terrors came out of their 
I slumber. 

from the places they slept in the 
day 

and danced and sang and made 
mischief. 

while the Swagman went creeping 
away„. 

Went creeping away into nightroonis, 
with his licorice legs and his whispers 
and his witch hat and fingers of ite 
and his horrid banana moon smile 
and his breath of bittersweet spice 

Until , the Dreamflight flew out from 
its palace 

V its palace of rainbows and sun rays, 
and flew through the dark and 
the shadows 

and flew through the night and 
the day... 

Dropping a bright rain of Dreamdew 
fo banish the Terrors away/* 




Okay< so it's not exactly Wordsworth, ben you get the idea 
behind Core's latesl Saturn production, Swagman. And 
what a mammoth production W% been, with development 
lasting a whopping three 
years, whilst the likes of 
Thundertiawk a and Tomb 
Raider have rolled out with 
the m in imu m of fuss. Every X \ 

developer has one constipat- 
ed project and Swagman has - 
been Core^. , . 
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1 Mi 1 in.iin jammer. C h r i 
1 jui that it 
massifi scale of the n 
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.ong, has been 

I comt -- Mwrt lo the* 

HHLwie ih.iE 



r 



man 

sl i an* 



such -.m E 

F The Night ma ■ Be 

»l Forced oectivf RP( 

Zeldj series ol games. 
The other influence they rite \< a 
which unfoMuruHtHv wjs num.' of& Cffi 
Thev the humour and f ast -paced payability Of 
depth jnd progression offered by Zelda. Three years 



a 1i> it Konami tat 
crltlttil Tf '^ r f^mmi 
ol Zon ! 

ner F after Fiacrin 



creating their own level edllor to handle If) overhead viewel 
barrage ol tD eaercises in FX on the u bit consoles Tnice c 
.ire it i LL fa ns of j D games. 



ing I fi e difn> .■ 

n u r l*_ seeing the 
ji^ameptavl. ihey 



NCE MORE iNTO PREAM Vlii 



A <' v-"- n'i«rii! t.iiily l'l 

* 44f fc^^L JH begin. Once there weie two rhilcti^n. /.n k 

and Hannah, who lived Wilh their parents in 
! _ * _ i - billed f'ar^sgrfWb. rHow. An k .nul 

Cjj^tjj* J. # J .^ Hannah, like all j;irk -and luay^- would on j 
[ j + ^ <>■ J tonally haw I edrtt*. the^f Happen 

Li-*/ iTfA " v -" Hie Sw.^im.m ,-oin*S lOVWl* Bui 

always, the dieam flies would come an d 
sprinkle dieamdew> find the bad dreams would vanish. But one night, 
the Swagman sent oul his leirers lo capture the dream (li^ht, "io he 
could give all the world's « hildien bad dreams which would never go 
.mav. Bui Zark and Hannah were thi.'fe to stop.,. 
Vv^jh. Silver! Isn't this also the plot for Saga's NibHTS:' Almost, I he 
Swagman team seem sinihrly emhai raised by the . ointidenees 
be ttn i n I'ke iwo game plols; ""When NiGHTS lif^l appeared we u-n 

believe it", relate* ftfcli.tid. 

_ _ _ IV spite | he pkk simitar i 

I * 'j j ' ~ ■ . ties, the game's share 

\ 54V m little in t ommon. hi 

I tjm * ^\ 1 v_* fa^ t. ?hfv don't care 
JT^i much tor SegLi's 

K no the fMMplav". 
^ _ H savsRithard. 
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p" , * jli - . , ; — — r^*j Swaewian Is m two main dieas; 

*^ ^ " | the real world and the dreamworld. 

I These in turn, are sub-divided into 16 

p n wnfWf^"7t v fTiain area * t eacrl wlUl ,h - 1 ' as%l " Udtk " 
■ jHBw^ fc ^v ,i ^ K^L 1 ^ graphics set), using llii; k- 

1^ "'i-r '.'*■ H screen and scrolling to create a map 

i ' M. 6kS a'^ jB B Q of hundreds of screens. These levels 

I pf \ * i ^^Wfl I * 1Te 171 ^^P 6 ^ iflto a se ric?s of sequen - 
Q ^* , ^ rf W lial episodes^ with the ?wo characters 

■1 ^ * finding a caoiured rsie.i^inv in efldi 

' 1 . ^ 1 one. T as well as additional powers 

' allowing them to progress further in 

the game. The hub of the early part of the adventure is Zack and Hannah's 
house: the game starts in their bedroom. Using mirrors in their house to warp 
to successive areas, they eventually acquire the power I o enter the Terror! ries 
- Swagman's hideous homeland. Theie they 

assume the form of a Dreambeast: a sl'ghHy more i 

daunting fotm than that of a schoolchitdi which has Ju 
new destructive powers. The game is structured so Y 
that gradually more time is sppnt in t*ie harder ' . 
Terrortr+es levels as you prcKgreSi. The house in * % 
Paradise Fails has its dreamworld twin* in the form I 
of the Swaghouse. Which acts as a hub for tP*e , 
latter oart of the ^am<» I 
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Codemasteft'A P ure gameplay 



:m all m:h nuiiMT rack nm i ns 

:m lit 101 S H A I TI I: ARENAS 

111 rtmiiiT vim< i ls 

<D-CART 

jOTpip C ART R I BSE 



HEGA lHtlVli 



U*l IMA, «fcw4 +TI1B 



I M**t tM mrf**^ f^nuun 19 i limn 
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Despite being the mosr miserable rime of rhe 
year it's bright in the review section with big 
features on a host of fop. varied games. And 
Doom... 



c 




When rhe hammer and sickle toppled off rhe 
Kremlin, history was supposed to have ended. 
Somebody forgot to tell the madmen. 



ia«'.its 
BiHjroind 




The truth is, as long as there are parades and big hats, 
there wilt be a queue of thugs and lunatics wanting to be 
master of the world. The Strike team have seen it before; in 
the Gulf, the jungle, even America. The scene is now Russia, 
destabilised by the lasl decade's political turmoil. The 
amount of old Soviet weaponry lying around, and the abun- 
dance of laxly secured nukes makes it the ideal flashpoint 

for a global conflagration 
that could lead to world 
war, Strike anticipate this. 
You have been posted to the 
region on a five campaign 
tour of duty, On the ground 
intelligence is 
being supplied 





l Your intelligence facilities have 
improved greatly since [he days 

jgf Desert St ri ke. As w ell a s a 
strategic -nap, detailing ai 
Mendly ana enemy positions 
and pick-ups, you can download 
audio -/sua! on just about every 
a spec? oi the mission; back- 
gtoii n c , de tails o f wea pon ry. 
adv ce on how to tackle your 
objectives* This is a live opera- 
tion — in addrtfon tu yoj- fles p 
you will receive video o- radio 
transmFssions as you proceed, 
alerting you to any change of 
plan or discovery. It's your choice 
whether to acton these. 





'tlUfiAbVIUI 
fJJSfl£LU 

Your co-pilot is Nick Arnold, but he spends more 
tlmt running around on the ground than in your 
chopper Nick^s a maverick, and likes to do his own 
thing. 5&rneiime$this is a help p other rimes you 
have to save his ass from a tight situation. YoulL 
be rescuing Nick from POW camps, dropping him 
off for covert missions, and working in tandem 
with • s ground 
actions. He's your eyes 
on the ground* espe- 
cially during the Slack 
Sea mission, so you'd 
be wise to accept his 
transmissions. 





fttlt it □ gravayard. Hop* 
there's room far o fmw rnori 

Commurisb. 





mm 




Soviat architecture «&§ 
nevtr" that pretty so feel 
no remorse Tor the large 
amount of buildings you are about to trash, 
Hi;.'Ayver p rhfre are a large amounl of impressive 
period structures, like castles, villas, cottages and 
windmills upon which you can vent your wrath, 
Destroying buildings whkh are not prime objec- 
tives often yields rewards a^ many contain extra 
fuel, ammo and armour repair not marked on the 
strategic map. 
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iJTfLH P 



The pawns In this high-tec 
on both sides. Although I 
your chopper, you shoytf 



ifchess are the soldiers * ft . , , . . . . , * _, , . , 





o 



game of 
pose little immediate threat to 
p an eye «m enemy a r MLL«ry 
and soldier* of the 
allied forces. MlAs 
(Mining In Action) 
should be hoisted 
whenever possible, 
md removed to a safe 
Landing zone, where 
their rescue is con- 
verted ^ mo jHP^Bflr "^sj 

H armour points, Lnemmkand civilians often spill 
out of -exploding vehicles and buildings (Looks 



hilarious) forcing you to make reflex reactions. 



Being downed Is just one way to Lose the game. The dreaded 
SNAFU is an eveh greater threat as vol are offered no second 
chance. It staqll for 'Situation Normal: All Fouled Up', a military 

term us*«J when events 
make completion of a 
mission impossible. 
These can range from let 
[inj Nick Arnold get 
killed to allowing the 
destroyer to escape the 
Black Sea Avoiding a 
SNAFU is a large plement 
of ih* strategic side to 
Sovipi Strike, 






VULiiAJiUSitAL 

We've raided the Strike FiLes to come up with an incomphfc iis< of the 
kinds of equipment you will be up against: 




A formidable mobile Arr Defence 
weapon used to protect convey col- 
umn. 'Zeus' has bur 23mm guns 
which inflict light damage, 
(Armoury 50 Weapon; 5) 



-1 

if 



*2 



OAflUN 
A mobile missile battery, with four 
launchers. Best used in conjunc- 
tion with a radar. Gaskins are slow 
to reload. 

(Armour: 75 Weapon: 25) 



BM-S1 

Seriously nasty oLd-siyLe missile 
launcher whose 10 warhead salvo 
can reduce you to scrap in seconds. 
Use the delay in targeting to punch 
back. 

(Armour: so Weapon: 40) 



■KB 

Top- rate helicopter opposition, 
employed directly against you. The 
best place to take on a Hind is 
when It's still on the ground. Don't 
take chances - use sidewinders. 
(Armour: 150 Weapon: 25) 






The mountainous regions of the southern caucus are the wintry setting 
for this campaign. Hostile elements use the cover oF steep valleys to set 
up command and training operations, whilst holding prisoners in three 
large POW camps. 

UHJECTIVIC: HKNTUOY JIAJ>A1L 

A simple precursor to your other objectives, knocking out their electron- 
ic 'eyes'. If you can't overpower these makeshift sites, give in now! 

OBJECTIVE: FIU1R 1UKW 

There are three camps, in various states of security to destroy. Rescue 
Nick Arnold, your agent and co-pilot from the first, and drop him off at 
the bulldozer drop zone, he'll use the machine to bust open the sec- 
ond, 

objective; enemy gommaniiehs 

A: che centre uhie ndui valley d quiet, picturesque town — a haven 
for international terror i*:s> more Like! Reduce their hiding places to rub- 
ble then scoop them up. Some wait resignedly to be winched, whilst 
others make spectacular brdfrffr Freedom. 

OBJECTIVE: TKHU0H1ST CAMP 

Fanatics prepare for battle P taking out their fury on cardboard targets. 
Give them something to really have a pop at, and take out their power 
* * 1 1 1 j r good measure m"\ 

OBJECTIVE; VILLA HQ ^ m 

Whoever called this grand chateau a villa hfls a sen*r ot humour. How 
many vfllas do you know with a tank park in the grounds? You can ever 
the odds slightly by taking 0 jt some of the guards when thev r :rj P ^ 
the village booze*. Then drop Nick off to do his theng before getting 
hot h you r asse s 1 ne hell out. 




iiANEF 

A fixed missile Launcher, good 
distance and accuracy (with SA-4 
radar). Dodge their lethal Shot 
and counter during the lengthy 
reload. 

(Armour: 7 s Weapon: 150) 



AKROSAN SLED 

Target practice. These fast- mov- 
ing ice terrain vehicles have no 
tactical significance but are fun 
to annihilate. 
(Armour: 10 Weapon: 1} 






iJ;\j'jlPAI(i;i:BLACK SEA 



'Grand Theft Aircraft Carrier' says Andrea, 
She's such a wag! You're scouring (he coast- 
line of this toaic "resort' that makes 
aidckpool loo* tike funkksed Polynesia. 
Your hitherto dependable Intel backup 
seem to be making it up as they go along 
with detours, 
mislaid targets 
and some mad 
secret agent 
with a funny 
accent taking 
you on a wild 
soose chase* 







re 



ojljiutiyk: ntAKii the 

The main dock buildings, and [he 
berthed ships must be destroyed, but 
their are pockets of your own men 
under pressure. Relieve it! 

hiuevuve: NEimuusK 
var iti m 

Your chance to make the b ggest chick- 
en Kiev of them all by penetrating the 
Frigate, helicopter and gunboat escort 
of this Leviathan. Pluck a defector from 
the sea and learn its weakness. 



oiuecttve; in nwp 

MISSILKS 

Several uncomfortable 

moments with a nuke 
strapped to your underbelly, 
Winch these out of their carri- 
er barges and dump them in 
the water quickt 

OMKHTniS BATTLE- 
SHIPS! 

The one remaining piece of 
fleet is making for open 
water, Engage it at the strait 
in the south-west, all guns 
blazing. 
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A Soviet standard — the 
recon. vehicle. Not especially 
dangerous, but numerous and 
can be modified (8DRM-3) to 
carry missiles. 
(Armour: 75 Weapon: 10) 



'J© 1 
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MB 

WW2 throwback but show some 
respect. Large numbers of these 
shore up the regimes of the 
Middle East. May be used as an 
infantry carrier, 
(Armojr: 125 Weapon: 25) 



KJtAIl 

Box salvo rocket system. 
Vicious, Intel recommends 
you disable it by attacking 
its attendant ammunition 
trucks. 

(Armour; 150 Weapon: 40) 



KJWJJHOAT 

Pleasure craft customised by 
Vlad's Black Sea forces to 
carry SAMs* machine guns and 
sun loungers. Tricky to pin 

down, 

(Armour: 50 Weapon: 75/10) 



Fixed units scattered around sen- 
sitive sites. Comes in two 
flavours; light and heavy armour. 
Naturally, it's the heavy ones that 
should most concern you. 
(Armour: 50/75 Weapon: 5) 



mud 

Long range missile delivery system 
made famous by the Gulf War. Not 
accurate enough to be strategical- 
ly important, but we don't recom 
mend you attack from the frontl 
(Armour: 300 Weapon: n/o) 
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(JiVi'j I: CASPIAN 



Just like old times — aggro from the tow- 
elheads! Some 40 miles north of the site 
of your memorable encounter with 
Kilbaba in Desert SUike is the scene af an 
invasion by the Iraqi madman's mousta- 
chioed soulmate (instigated,, of course, 
by Shadowman). This pressurised mis- 
sion offers 





something 

new - moving targets. The re ten Lies* push 
by the armoured columns of Sdvada must 
be halted at all cost. Relying on a single 
helicopter is optimistic: this time yuu have 
help on the ground. 



TACTIC: Sum THE ADVANCE 

One way of slowing the invasion force Is to aim for its fuel 
and supply vehicles. Taking these out will require skill arid 
bravery, as they are at the heart of tfte columns, 

MAN THE PASSES 

have three support columns, each led by i 
Commander: Delilah, Bessus and Nimrud. Their troops 
will not move without their command, and unless they are 
in position, it will be too late. Airlift each of the comman- 
ders to an observation post. From there they will harry the 
enemy and call their own forces into battle. Get them 
there ahead! 

TACTIC: SABOTAGE THE COLUMN 

Try every trick you can to buy more time. Detonate the 
fuel drums as the tanks pass by and you should even up 
the odds slightly Once your own tanks have crossed* 
wreck the bridge on the rigfrjjanjfr ^ 



GRAPHICS 



A novo! 
approach \i- 
been lokcn with digitised scenery 
detail loaded in mid gome. Overall, 
ir works with a convincing scp""- 
backdrop io the nus 
moms bur rhf wliolr 
display is a little jerky, 



SOUND 





Trie litrle 
musk rlvere 
sucks, bur rhe use ol cflecis and 
noi>sMmsions is superb and 
enhance rho atmosphere ai>d pier 
iindeisioi>diiig. 



PAYABILITY 



Something 

about Soviet Stnke is off purring tor 
the first few hours, rhen you begin 
to appreciore where all 
i he work hos gone 
and you arc fully 
odiuvied ro the con 
rrols and display. 
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INSTABILITY 



The Lircr 



are impossible wirhour some srnous 
thoughr and m^l jnd error play. 
There s a lot of qualuv gomepU> 
here but Us not the 
horciesi ol the series 
b\ some wjv 




iJAi'ilWIiji'l: 

ULA 



Transylvania, the 
Count* s fabled 
stomping ground, 
but now no more 
than a tourist stop 
for your average 
Soviet nuclear 
physicist. The Land 
Is positively glowing with the erf eels of power 
plant mishaps, posing a threat to your Apache's 
integrity. A teactor has gone into meltdown, 
your overall programme is to bury it safely in 
the nearby saitmines — but that requires 
skilled manpower. 

objective: free the 
tattents* 

The region's local despot H Mad Dr. Ukrainean' 
holds nuclear scientists captive using the hoot 
of an old Soviet mental hospital, The hospitality 
isn't up to much. Blow il apart to rescue Ntek 
and the local good guy Iven. 

OBJECTIVE: CLKAJ; HALT MINE 

ferry enough men from the Sanitarium to the 
site of the old sait mine to create a pit large 
enough for the reactor core, Unfortunately, 
enemy intelligence know wnar you're doing, and 
They will try to Run enough of your team down 
to SNAFU the campaign. Cover them! 

OBJECTIVE: (1KT THE CORE 

The critical plant is about ris far hom the mine 
as you might want. Travel there, eliminate local 
defences and ffcmove the core from the mjin 
housing. Act with restraint, or you may set off 
an explosion that wii make Chernobyl look like 
a back garden fireworks display. 

CAUTION: RADIOACTIVITY! 

The valley is marked by fields of radioactive 
sludge. Flying wer this will harm the Apache. tf 
ihe lurid green glow is not enough, an onboard 
geiger counter will give you audible warning. 
Negotiate around these areas, 




\lh\L UMIttllliJI; 



MOSCOW 



Objectives classified- We can bring 
you an of intelligence pictures that 
will give you a taste for the Moscow 
campaign. You'll be slugging out 
amongst the tourists and the 
hardliners tor control of one of the 
world's most important tittes**' Jr 1 
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1 hove ro odnnr I , W 

was curious ro Ai^L* .K 
see where EA KfflT jfl 

would take its W ^ j^^P 

highly successful 

Strike senes. after 

Ihe semi t utynSfir || fiTT 

shenanigans ol 

Urban Srnke. in terms of both set 
nng and game mechanics. 
Fortunarely. Soviet Slrike takes the 
bock to bosics route bv diichmg 
alrernore vehicles and multiple 
craft capabilities for a more 
familiar feel which I know fans 
of ihe original gome will jppreci 
ate. The extra development time 
and el fori ihi^ir s gone into ihrs 
game have been well worth ii as 
graphical inadequacies and some 
annoying earry game-play Quirks 
have oeen ironpd olh resLihing m 
a finely honed Imished producr. 
Thar 's nor roo say 'has Soviet 
Strike rs a perfect game though 
The texture mapped backgrounds 
look greai. based as they are or 
oduaf topographical maps but 
rotating your helicopter over this 
visually rich landscape ulien 
results in a slow frame rjie and 
jerky movements On ihe plus 
side, presentation is second to 
none with TV style cut scenes, 
blip verts audio visual transmis 
sions and simulated Inlemer 
access giving Soviet Stnke the 
final professional polish it needs, 
Complicated engrossing missions 
wtll no doubi keep fans ol the 
series happy lor ages bui I worry 
that newcomers might find the 
fasi paced Stnke world a little 
tncky to get lo grips with. 
However, snck wirh it and you'll 
find Soviet Strike every bit as 
explosive as us predecessors. 



For many people. fe^P 

Sovier Srnke was fitt im \ 

not qu i re who r •9^/' j 

ihey expecred. «E r JSBSf 

and the recepnon 

has been appreoa 

live bur not over GUS 

r nrl-u-.u-.i-t. I'd 

a^ree ihai visually, it's o slighr lei 
down bur ploy it and you M dis 
cover one hell of a game in 
ihere, Clearly, ihe main objective 
has been to reiam the basic 
gamesryle of the rhree previous 
Srnke games, and odd more 
depth to the mission structure. 
You II be shcormg and winching 
ds belore. bui from o new roiar 
mg perspecrive I rhe aliernare 
perspecrrve makps t^rgermg very 
difficult \ . Surprisingly there are 
no new weapons, and no oiher 
vehicles, like ihe later Srnke 
Megodrive games. But rhe mis 
sions are superbly rhoughi out 
wilh objectives that force you to 
rh ink lacticoNy yet give you the 
freedom io develop your own 
approach You can lackle option 
a I sub missions as well it you 
explore the play area. 
Graphically ihere are some 
superb areas I Caspian and 
Moscow Strike esp. \ but some 
times the resolution seems quite 
low and there s a distinct jerki 
ness to the update, especially 
when turning in areas with lots 
ol detail The level of animated 
detail tor vehicles and infantry 
mokes up for this a 1 1 rile. In the 
end the value is in rhe Romeplov 
and after a couple of days I real 
ly gor into it (although it worn 
take os long os some ol the pre 
vious Strike games to complete I . 
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if s easy to take part. All we want you to do is 
telt us the name of our Moved Pfesldent of 
the Russian Federation, A? this date (16th 
January 1997) that is^as who knows what can 
happen In affairs of state? Write his fall name 
on a postcard and send it by People's Mail tor 

*l AM PEOPLE'S ARMY - FAKE HIM AWAY' 
COMPO. MEAN MACHINES SEGA. PRiORY 
COURT. 30-32 FARRIHGEH3N LANE. LONDON. 



There is a short entry time for this compfti- 
tign, as we are moving, Please ensure entries 
arrive by idth February. 

Our normal corn petition rules apply. Winners 
will be selected at random from correct 
entries. No members of the KGB may enter. 
The editor's decision is final, no correspon- 
dence will be entered into. There is no cash 
alternative to the prize on offer, although trips 
to Siberia can be arranged... 



o 
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When there are no alien invasion fleets avail 
able to take over the world, you can be sure 
that there are at least seven evil futuristic cor 
porations waiting patiently to have a go. 

One* such jumped yp Pic. it the WEC which his assumed a position of world 
dominance by the time-honoured method of being really shirty and bribing 
high-ranking government officials with large wads of cash. Of course not 
everyone ii loo keen on this state of affairs, so they've formed the snap pi Ly 
titled Resistance to er... resist the WEC. Led by evor-enthitslasik American 
aimy types with Fat cigars, the Resistance Lead covert operations against the 
; tfrlepflf ler pads located deep inside enemy bases. And who belter to 

lead the Resistance** mis- 
sions? That* s right paU 
you Ve drawn the short 
straw! You control the 
Silencer, an armoured* and 
not ItealLy bright red, WEC 
o per at ive who hat recent ly 
tothtrthoU. 



PUZZLE FIGHTER 



Fder Is essentially an isometric shool-'em-up, 
puzzle elements also creep into the fray. Switches- 
must be activated to drop laser force- 
fields or open remote doors. Sometimes 

accessing a computer will give you 
a security camera view, showing a door 

opening. All you have to do then 
is find the door. Keypads control access to 
some areas and the codes for 
these pads must be located. On 
Other occasions, the Silencer will 
take control of an ED 209 
Look-alike which can shoot objects 
that would normally be out of 
Breach. There are times when 
■It's not at all clear what you 
have to do next to get out 
Wbp of a roarn t but these 

f puzzle elements certainly r ^ 
HLt add plenty of variety. 




Thai* block and white pictures 
ore in-gome security camera 
views- We didn't fool up and 
use Mean 14 iholt, honest! 




THEORY Of RELATIVITY 



There are two distinct ways of moving the Silencer 
around each Level The first. Relative, uses Lip and 
Down on I he lay pad to move backwards and for- 
wards, and Left and Right to turn on the spot. The 
other mode. Absolute, simply sends the Srlencer 
in the direction the D-pad is pressed. You can flick 
between modes in-game, and it seems that 
Absolute is best for movement , while Relative is 
preferable when accurate aiming is required. The 
other controls are also complex. Every button has 
a function, and by holding down the top shift but- 
tons, more functions are made available. 




CREMATION 
FOR BEGINNERS 
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Rpbel intruder Eliminated 
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enemies tend to crumple to the ground in a 
slowly spreading pool ol blood. Shooting bad guys with 
weapons like the rackets launcher causes them to run 
around on lire, screaming rheir little lungs out, until fhey 
collapse in a pile of ash, This is a bummer, as in this state 
any power-ups they may be tarrying die burnt to a cinder 
as well. Robotic foes tend to fall over and leak oil, but one 
type of rneth explode? in a shower of circuit boards when 
terminated, Tasty. 






A sizable array of weapons are avail- 
able in Qusader. You'll have to save 
up though, as not all of them an ini- 
tially available. The standard machine 
gun boasts rapid-fine,, ar*d so chews 
up am mo. An 
assault rifle type 
weapon is slightly 
more powerful, but 
has j longer reload 
time. Assorted 
1 .3t.er weapons use 
power from your 
shield energy, 
while rocket and 
grenade Launchers 
are capabie of 
ing out even the 
hardest enemy 
mechs. 



Rebel 

Base <M 



HE S NO GOOD TO ME DEAD 




Even the non-Siar Wars 
aficionados amongst 
us couldn't help but 
notice the main 
Silencer character in 
Crusader: No Remorse 
bears slightly more 
than a passing resem- 
blance to the infamous 
Star Wars bounty 
hunter Boba Fett. 
Except the Silencer 
wears a natty fed outfit 
instead of a knackered 
old green one. Maybe 
they don't have decent 
tailors over in that 
galaxy far* far away. 



Hi, my name's Bobo Fett from Star Won 



Hi, I'm the Silencer out of Cruiader: No Rem one 



ARB YOUR REBEL FRIENDS NOW? 




Between missions, the Silencer 
returns to the rebalance h/isc la 
slock upon weapons at the 
handy Armoury vending machine 
and check his e-mail. There's a 
lor of hostile feeling towards the 
Silencer at the base, as he has 
recently defected from the W EC. 
and this is reflected in thee mail 
messages the player receives. 
But you also get a weird joke 
about a chicken, so that's okay. 





Yep T thoroughly i k 

a^ree with Sieve on AviriEJ mk 
this one l a rare ^■flEvfr.fl 

occurrence ai the ^rt^ 
besi ol times I . 
Crusader: No Remorse 
is a fine product bui n HAT 
does scream PC at you 
Now thals noi necessarily a bad 
rhing bui I always worry when PC 
ufles ore converted to consoles, 
Whtlsi rhe original may have been 
a fantaslicalh playable tour Hr 
lorte ot visuals and spot on gome 
play, the Saium and PluhHtoll 
versions jit usually watered duwri 
shovelwjre msh released 10 make 
a quick buck. Yeah ihrt was great 
on my PC ' you! males will say. and 
mde^d ir probably was bur the taci 
remains that most PC to console 
ntles are o bit ot a letdown. 
Forrunarrly Crusader: No Remorse 
Im nr ifjH> uilFfred in lunsianon. 
FMV srqnerKeS an? pOCir bui thals 
down to ilir SaiLims capabilities. 
Although there are more than a 
frw m mi brines between EAs rule 
and Kon.imi's own isometric shoot 
em up Proieci Overkill my vole 
goes lo Crusader; No Remorse. The 
combination of tntsiraiing puzile 
elemenis and blasting action 
should keep you busy for a while 
even it the Rame itsell is hardly 
Hiound breaking 



Blimey Ctusaden V feML 
No Remorse real ^kJ^^^A 
ly has appeared fl Mf^ J 

oui of nowhere vJH^ 

I have lo say ihat \H| _/ 

my f i rs« impress m ns ^^^^ 
were noi top STEVE 

iavourahle. as the 

controls are so complicated and. 

initially ai least, ihe system used 

10 operate switches is bal fling. Ii 
also doesni look all that hot. 
There are some nice leatures 
and ihe graphics on the wholr- 
are detailed, bui it iuS< doesni 
scream "SaUim game" ai any vol 
ume. Despite these negaiive ljt 
tors I was soon hooked hy rhe 
tombinaHon of shoot em up 
action and a simple puzzle ele 
mcnt. Doni ex per. t anyrhmg 
mind bending mow ol the puz 
ztes simply involve finding keys 
and switches, but u ceriamN adds 
some vanefv to ihe gameptay. 
Crusader: No Remorse is j bit of 
a weird specimen: N looks rough, 
sounds a btt rough and is a bitch 
to control but u s quue 

e nthralling in its own litlte way 

11 s by no means an essential pur 
chase, bui it you re ted up won 
mg lor Bedlam you conld do 
worse. Although ] wonder whai 
EA is playing at by rush releasing 
an eighteen month old PC game 




GRAPHICS J 



Although 
there are 
some nice louches ihe overall 
impression is ihat Crusader % graph 
ics are siuck wmewhere beiween 
Hegadnve and Saturn 
standards. The jnima 
non is also a bit dodg> 
in places. 




SOUND 



Thp music is a 
combmaiion 
ol passable video game techno jnd 
pompous mihrary siyle tunes which 
is a very sirange mixture. Some ol 
the sound etfeds are dubious and 
thete is some choppy i 
audio on ihe FMV 
clips 
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PAYABILITY 



fir-cur r 

ol the 

complex controls. Crusader is noi 
thai easy to get inio. Getting ihp 
hang of ihe rwo moven>eni sysiems 
could also lake a 
while. The controh 
remain awkward, hut 

you Ir-rl tgrnprlled 

10 plav on. 




LASTABILITY f 



wVh 

lour dil 

ticulty levels and over ien l,>rge mis 
sions to blast vour way through. 
Crusader will lake a while ro torn 
plete. Somr prqplr 
however may ger Irus 
trated by some ol the 
less obvious puzzle*- 



over 




White u IoqUs like a bit of a nV* 
I mi-.mIm Hjs thr ri?|hl halllUC ot 

>hwr >ni ^ ^^^^^^^^ 

ii fi *tnri (ii 11 W~ 
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Got a slight ego problem? Ever been accused of being a meglo- 
maniac? Well Command & Conquer is definitely the game for 
you! Our resident tipster, Phil Dawson, discovers war is hell... 



a snumiNS 

HAXDUOOK 



Over the past two months there are three thing*; 
that you should have done by howl 1. Eaten the last 
of the Christmas Turkey, 2, Bought the latest issue 
of MEAN MACHINES SEGA and 3. Gone down to 
your local software shop and purchased a copy of 
Command and Conquer, With these three tasks com- 
pleted, read on to find out just where you're going 
wrong in this super ace war si 




oh! i.nvm. 
PAsswtmn 
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This is a bask strategy guide that gives you informa- 
tion about the various vehicles and munitions avail- 
able for both the GDI and NOD forces. Because of the 
vast amount of missions it would be impossible to tip 
every level from each disk on just four pages. So tf 
you find you're really stuck, here are the all the pass- 
codes For all GDI missions, huz;ah! 



cm: clouai 

IXI7IATIVH 



M I S i ion I: . w , Wi++i4+ „ + 0 BK0S97W 5 

Mission 3!™™™^ ...A6MGEHM&T 

Mission 4: — , « „. . „ TG D D2AM 67 






Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 
Mission 



Mission 5:...... &WBJ10AJ 

Mission 6: .....„ + .LCTL6P03P 

Mission 7: -8KVJ6Q2CD 

8: , OSKUUK6HX 

9: WW44HWIA3 

10:... 0ZWO53T3T 

11 r ■ ■■■ ■■■ ■■■■ ■■■ ... 1 ... Wf^f 1 M V^Vf^VQtP 

12: mnwm m ,.™4L2R I96JQ 

13a VHMMMi ■■■ ■■■ ■.■ ++ ii H . ll+4 | Ml . 4 .. nn 4 L2 99 N J DIAf 

14: DQRUAZ58W 

15:— UYV0XP63M 

16: EQRGN2IKS 

17: XOFJIEZSf 

18; h.-ljjj:,, , ..6M 7UH 52 PM 

19" 4 + H + H + j ■ ■■ ■ ... inimuj . iSM 7 CdJ F| S 

20: WH0Q1Z4O1 

21+ ti4-.i^i4-k.. r . QDGYNAGT7 

22: r 4L29BWIAP 

23: K8APUCM0X 

24: + + ^CUZHSYT3 

25: „.„.„... K&AF33AM9 



WHAT'S THE 
UIKEEUENCE 
BETWEEN (II) I 
AND ,\t)D? 



The GDI (Global Defence Initiative) task Force are the 
good guys of the game and rely on brute Strength 
rather than the cunning tactics of the Brotherhood of 
NOD. The first thing you'll notice about the missions 
is that the GDI disk seems to be slightly easier than 
the NOD disk, Also, the vehicles such as tanks are 
much smaller the GDI's. They are cheaper, which 
means that you should build loads and attack the GDI 
like a swarm of killer bees. 






r Welcome readers to another start-studded edition of Mean 16. I've beer* very busy ^ 
on the Internet quite recently discovering loads of cool tips for the hottest titles out 
at the moment, Thanks to everyone who has sent In cheats and hints this month P 
but because of the massive amount of tips gathered from the old information 
superhighway there's just not enough room to print any more reader queries this 
issue. Don't fret though as they'll definitely make an appearance next month. Oh! 
Before? I forget, if Daniel Danso from Elephant and Castle is reading this, Td like 
your tatks for C & C please. Send your tips to MEAN i6 t MEAN MACHINES SEGA, 30- 

, 32 Priory Court, Famngdon Lane p London ECiR 3AU j 



SATURN TIPS 





FICHTERS MI0AM1X 



VARIOUS CHEATS 

Although we onty just received our copies of 
this amazing Am? beat B em up just in time far 
Christmas, weVe already discovered loads of 
COOk secrets for you to try if you own an import 
copy. 

CHOOSE ICHOOI GIRL HONEY 

First* you must beat the school girl version of 
Honey. Then* at the character select screen, 
move to Honey and press K or Z. X Is her red 
outfit and Z is her blue costume. 



HO DAMAGE OPTIONS 

After 500 (!) games played, you will get the 
Mo damage and 2P No damage Options, 

MUSIC SELECT IN 



Hit Start to access the moves list and then press 

either Lor R shift button 

to change the background music. 



IP MODE 




VRTUA MOTH 1 UKI SWBA 

Press X or Z to choose Shiba and you can 
use a VFi like Shiba. 




To choose a character's second 
costume colour press C to select 
your fighter 

SURVI VAL MODI THICK 

Win 50 matches in Survival 
Mode {with use af the lP 
unlimited life option),, and 
it unlocks a menu in 
Options* that lets you 
choose the stage that 
Survival Mode is 
played In. 



Select Survival Mode, and finish the three time 
limit modes, 3 minis (must win at Least 2 
wins), 7 mins (at least 6 wins) and 15 rnins 
(at least 11 wins). Then in Options Plus, 
you get the inter earing function called 
Hyper Mode. 





CHRISTMAS BARK 

At the character select screen 
highlight Bark, press A + B + C at 
the same time. When you start a 
game you should become Bark in a 
Santa suit. Remember to piflsb these 
buttons simultaneously orthe code 
will not work. 



HIDDEN CHARACTERS 

Finish the A \o I Courses in normal 
mode , You can get ail hidden 
characters, the last Dne <s Daytoroa 
Car N0.41- You can also gel the 
BookKeep and Portrait 
in Options Plus. tCourse B gives 
you VF kids Sarah and Akira) 
(Course C gives 
you Ura, Bahn) etc.. 




Janet can Fire her gun up to 3 times in 
succession. Just tap back, forward + 
punch * kick 3 times one after the other. 



Around every 30 seconds or so. one of the 
batteries at the top of the screen dissa- 
_ pears.,. and after all the batteries are gone, 
w/J all your armor falls off revealing either a 
* * VI rtua Fighter or Fighting Vipers t-shirt 
underneath. 
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VAJUOUI CHEATS 
CHANGE V R COLOUR 

Press the Left Shift when selecting your game type 
(Arcade, Vs, Ranking) to select the mechs sporting 
their 2 nd rotour scheme. 

CHOOSE JAQUARANDl 
THE EASY WAV 

At the Start Screen press and hold Down and hit 
both Shift buttons at the $ame time. You should hear 
a sound if performed correctly, Now laguarandi will 
be selectable. 

WHIfl TEHJfN AND RAIDEN 

At the Start Screen hold Up and hit both Shift 
Buttons at the same time, Now when you select 
Temjin or Raiden they will be wearing all new 

coloured armour 



After you bear the game, the ending credits appear. 
At the start of these credits, rotate your D-pad clock- 
wise simultaneously until you see a tiny space-ship 
fly by Ihe planet fright before the SOA credits], then 
your V-On mech will be saved by the spaceship. The 
options screen will also have stage selects. 

SPECIAL ATTACKS (Only possible if all 
weapon gauges are Full) 
Temjin^ Diagonal Dive: 
While jumping. Up, Up + Y f Y 

A different flying sword move for Temjin: 
hjmp(U|p*Y)(Up + Yl. 

Viper 2 Flaming Dive Move: 

While jumping. Up, Up + V, V 

Viper 2 will be surrounded by blue Name and dive 

diagonally to the enemy, also cause great damage!! 

A different faming dive move For Viper 2: 
Jump {Up + Y) (Up + Y) r 

Dorkas' Spinning Hammer: 
f J rebs Right Shift + Y 




( VIRTUA COP 2 ) 

coot TIPS 

As promised last month more mega cool cheats for 
AMz's shoot- h em up extravaganza: 



SKIP TO LAST IOSS STAGE 

At the stage select screen shoot the Stage 1 arrow 
continously until the time is up. You should then go 
straight to the last boss stage (Stop the Airship 
Bomb!) directly. 

OPTION SCREEN 3, FREE PLAY t 



From Kevin Watklns 
If you beat the game on Easy, FREE PLAY and Option 
Screen #3 become available allowing you to try the 
game in Mirror Mode. 



\ 
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SELECT YOUR CHARACTER 

At the stage select screen use the control pad to 

input the following codes: 

Rage ■ Press X to select stage 

Srnarty - Press Y to select 

Janet * Press Z to select 

You can select the same cop in 2 P. 

W1APON SELECT 

Go to the Options Screen 2» and set Weapon Select 
On. When you play the game, pause it, and with the 
gun. shoot out of the screen, and you can select ANY 
weapon you want? You can do this as many times as 




CHRISTMAS MIGHTS 



DATES AND TIMES 
RE ALAS PRESENT 

In Christmas NiGHTS. set the date to 4/1/97 (April 
Fools Day) to play as Reala. this also adds an extra 
present In the present screen to always play as 
Reala. 

POST NUCliAR CHRISTMAS 

Change the date on the Saturn's internal clock to Dec 
3i p 2099 for weird purple snow! 



CELESTIAL SNOW STABS 

Set Ihe clock to 9100 KM* and instead of snow there 
will be cresent moons falling from the sky. Set the 
clock to j:ot> P.M, and there will be stars falling 
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IVE TIPS 



Tfttl BAT T . E MODE 
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( VIRTUA FIGHTIR2 



At the character selection screen, hold Left until you 
hear a countdown begin then wait until it reaches 
one. Oural will show up and you will be able to play 

a$ her. 



MICRO machines! 

PAST CMS AND HARDiR HOOIS 
FASTER CAR 

Pause the game and press Up, Down. A. B. Left p 

Right and then hold C Unpause the game and you'll 
breeze past your opponents. 



For a greater challenge, pause the game and press 
Left, Right, Left, Right, Up, Down To finish the code, 
hold Down and then un pause the game, 

MUCH HARDIR GAME 

You say the harder game is still too easy? You 
masachistsj. Pause the game and press Left, Down, 
Up. Down. Right, Down. Finish the trick by holding A 
+ Down and unpausing the game. 

( NEXT MONTH ) 

in just 30 days time Mean 16 will be crammed with 
more cool tips including Casper, Batman Forever. 
Doom. Blazing Dragons..., Well not really as they 
are all pretty naff, but you can be sure that all the 
latest cheats fo r i^e hocresc new games will be on 
Ihese very pages. So until then, adieu! 




The third and final part of our extensive 
Tomb Raider guide takes you through the 
toughest stctlons of Core's awesome 3D 
epic to a confrontation with a long dormant 
alien menace. Pay close attention now, the end 
is nearly In sights 



THE 
SANCTUARY 



At the start of the level grab the Magnum 
Clips and draw your guns, Run up the large 
staircase and take down the two mummies then 
pick up some more clips, Climb onto the block 
in the middle of the room and jump to the 
chamber above. Run forward and turn right, 
slide down the slope and shoot the mummy at 
the bottom. Climb onto the block next to the 
bright pillar, then turn left and d I mb up the pil- 
lar. Jump backwards so that Lara lands on the 

highest pillar, then 
turn around so the 
wall is to the left Of 
Lara, lump forward 
onto the nexl pillar, 
then move forward 
and grab onto the 
crevice in the wall. 





PART 




Shuffle ail the way to the right and drop down, 
turn right and climb up the three steps. Now 
(ump across the pillars to find a ledge, grab the 
Magnum Clips th^n wnlk to the end of the 
ledge, lump forward three times and activate 
the switch below. Quickly arm your weapon 
and blast away the Sphinx flying toward you. 
Stand to the left of the switch and [ump across 
to the small ledge, pick up the Shotgun Shells 
and turn left. Jump to the next ledge and grab 
some more shells. Walk over to the edge of the 
platform and jump up to the ledge above. Hop 
L i.krv.11 :s and grab onto the edge, then drop 
to the ledge below. Turn around and jump to 
the sandy ledge, hop backwards and grab onto 
the edge. Drop down over the slope and grab 
on to the end, now you can fall on the ground 
to safety. Run between the Sphinx's arms and 
grab the Magnum Clips, now go around the 
Sphinx and look for the two sloped blocks up 
on high. Climb on to the right-hand block then 
jump across to the opposite block. Jump up 
and pull yourself up to the Ledge above. Run 
forward and jump onto the pillar, turn left and 
leap across to the higher pillar. Climb up to the 
ledge above and save your game at the Save 
Beacon. Run past the slicer and grab the Small 
Medi-Paclc continue along the path and jump 
across to the switch. Arm your weapon fast and 
blow away the flying monster, then return to 
the pillar below the curved platform and climb 
on top of it. Turn so that Lara's facing the cor- 
ner of the room and jump over the next pillar 
onto the slope below, 
then slide down to find 
the Sphinx. Run along 
the left side of the Sphinx and enter 
the narrow passage, locate the Magnum 
Clips the enter the hallway to 
the left. 

Ahead lies a slope, turn 
around and hop back- 
wards to slide 
down, 
grab the 



ledge al the end of 
the slope and shuf- 
fle left. Drop down 
onto the ledge and 
collect the Magnum 
Clips, Face the wall 
and climb up the 
ledges to the top, 
slide down the slope and drop Into the water. 
Swim to the bottom and collect the Gold Key, 
swim towards the stairs in the corner and climb 
up out of the water. Turn left and return to the 
top of the stairs, slide down the slope facing 
forwards again and jump when Lara reaches the 
end. Grab the bridge and pull yourself up, turn 
right and use the Gold Key to open the door. 
Enter the room and pop some caps into the cen- 
taur's ass, then grab the Small Medi-Pack at the 
first Ankh on the altar. Now save your game at 
the beacon. 

Jump off the bridge and dive Into the water, 
go back to the stairs and climb all the way 
down. Leap into the water and climb up the 
stairs in the comer, follow the hallway back out- 
side and return to the small ledge next to the 
bright pillar Turn left, climb the pillar and jump 
backwards to land on the highest column, lump 
up to the thin ledge, then walk forward and col- 
lect the Magnum Clips below you. Leap forward 
and continue forward along the sandy ledge. 
When a wall 
is reached 
turn a little 
to the left 
and leap 
over to the 
next ledge. 
Run to the 
end of the 
ridge, jump 
up to the 





ledge above, turn left climb up and leap across 
to the rocky ledge. Follow the path and climb all 
the way up to find the Save Game Beacon. 

Run into the hallway, turn right and push the 
block forward, then run around to the other 
side. Climb up the block to the ledge 
above, arm yourself and pop even more 
caps into the centaur's ass* I hen col- 
lect the Small Medi-Pack and a 
second Ankh . Run back outside 
and turn right, slide down the 
long slope and grab the Urge 
Medl -Pack. Turn left and jump 
on the Sphinx's back, shoot the 
mummy panther then climb up to the 
top or the head. Use the first of your 
Anktis then climb down to the front and use 
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the second Ankh. 
now save your posi- 
tion. 

From the fourth 
Save Beacon, climb 
back to the top 
Ankh symbol and 
turn left, Slowly 
walk Forward and 

right across the side of the head until you can go 
no further. Look down and find the gun clip that 
appears to float in mid-air, Jump over to the clip 
onto ar invisible platform. Walk to the edge and 
leap across to the cliff ledge, turn around and 
shoot the two flying demons, then drop to the 
ground. Enter the door between the Sphinx's 
arms and jump into the water , Grab the Shotgun 
Shells and the Uzi Clips underwater, then Swim 
down the right foot of the statue. Enter the tun- 
nel and pull the switch on the wall, then surface 
and pull yourself out of the water. Climb onto the 
lower pillar and leap across to the second col- 
limn, turn right and jump to the lowest step. Run 
up the staircase and slide down into a cave, save 
your position at the beacon. 

From the fifth Save Beacon shoot the flying 
demon then face the Stone head on the ieft and 
drop down to the ledge below. Turn around and 
leap across to the ledge by the side of the head. 
Drop down to the ledge below then face left and 
slide down to the bottom, turn and dive into the 
water. Climb out of the water onto the front of 
the right-hand statue and pull the lever on it's 
chest. Dive bank into the water and swim into the 
tunnel between the statues feet. Fallow the tun- 
nel and climb out of the water at the end. Run up 
the long curving path and grab Ihe Magnum 
Clips. Continue on and grab the Scarab, walk into 
the entrance room and shoot the two mummy 
panthers and the centaur, Use the Scarab on the 
lock in the corner to open the gate. Collect the 
Large Medi-Pack and Magnum Clips, run down 
the ramp and climb up through the hoJe to enter 
the Scion chamber. Arm your weapon as Larson 
i$ waiting for you, keep moving around and 
shooting and before long Larson writ be gone for 
good. 



k From the fourth Save Beacon, climb back to 
the top Ankh symbol and turn left, slowly walk 
Forward and right across the side of the head. 
Look for the gun clip floating in mid-air and jump 
over to it. Here you'll find an invisible platform, 
Now pkk up your new weapon; the UZI 9mm. 





CITY HATLA'S 



Swim forward into the tunnel until you see a water- 
fall on your right, Climb out of the water behind the 
waterfall, follow the path and pull the lever. Run back 
to the waterfall and dive in, pull yourself out of ihe 
water on the left side of the boat. Run forward and 
pull the block backward once, dash around the corner 
and climb up onto the large mound, Leap across to 
the tunnel behind the block, follow the path and pull 
the switch. Return to the waterfall and enter the path- 
way behind it. follow it along and climb the sloped 
path, lump across to the high ledge with a road sign, 
dash into the tunnel and follow it down into a large 
room with a glass structure. Grab the Large Med i Pack 
then run into the 
next room. Pull the 
block backward 
toward Che tires and 
climb onto the 
block, Leap onto the 
cabin roof and walk 
onto the collapsing 
tire to fall inside. 
Run through the 




tunnel and pull the 
Switch in the alcove 
to move the boat 
back by the docking 
area. Walk lo the 
end or the tunnel 
and slide down to 
the edge on the 
fight, grab the ledge 
and drop to the 

ground. Run down the tracks through the wooden 
door, walk towards the first hurdle until a boulder 
rolls from left to right. Return to the wooden fence 
and put your back to it. Perform a standing Jump for- 
ward, then hold forward and jump to hop over the 
hurdles. As you bound over the third hurdle, turn right 
and land on a hill. Quickly run through the second 
tunnel before the boulder flattens you, reach the end 
and grab the first Fuse. Turn left and save your posi- 
tion at the beacon. 

Run up until you trigger a rolling boulder* then back 
to the Ipft Run up tip hiU on the left and drop down 
the bote at the top. Climb the hill and return to the 
cabin chamber Turn left after you land and run all the 
way back up the path to the ledge with the road sign, 
lump Into the water and climb up onto the dark sec- 
tion of the boat. Jump across the water to the crates, 
climb onto the far left crate and walk behind it into a 

tunnel lined wl I h 
NAT LA crates. Walk 
over to the dark 
crate and pull It 
backwards once. 
Now push it forward 
once to find another 
crate behind it, enter 
the corridor and pull 
the switch, Return to 



the docks and enter ihe lunnel 
to the right of the" crates. Push 
another NATLA crate forward 
twice to enter a new room, climb 
onto the block and climb up 
through the hole, then pull the 
level. Collect the Uzi Clips then run through the tun- 
nel into Ihe next room and pickup the second fuse. 
Return to Ihe docks then return to the cabin cham- 
ber behind the waterfall. Enter the doorway to the 
left of the Left-hand cabin, run through the tunnel 
until it starts to fork off. Take the left path, pull the 
switch then return to the fork. Pick up the third 
Fu$e + run back to ihe room with the glass structure 
and enter from the right, Pick up the Magnum Clips 
and save at the beacon. 

Use the fuses in the slots to lower the cabin to 
the ground. Enter the cabin and grab the pistols,, 
climb onto the roof of the cabin and leap across 
into the tunnel. Run through the tunnel and drop 
down 10 the Save Game Beacon. 

Run into the next room and shoot the swine who 
has your Magnums, Take them back then line your- 
self up with the switch on the far wall. Make a run- 
ning jump over to it but let go of the jump button 
as soon as you jump. You'll fall down the cliff and 
grab the ledge below you. As Lara slides down the 
cliff grab the crevice and shuffle to the right. Drop 
onto the ledge in the lava, turn left and leap over to 
the next pillar. Continue hopping on the pillars all 
the way to the tunnel entrance, drop 
down and run into the room with 
TNT crates, Pull the dark crate away 
from the wall, then pull it three times 
from the right side into the ne*t 
room. Climb over the crate to the 
opposite and pull it forward 
three limes, U*mb up onto the 
crate, jump to the tunnel and 
save your position at the 
beacon. 




Run to the top of the hill and climb onto the 
ledge. Jump over to the sloped ledge to the right, 
wait for Ihe boulder to roll out from the tunnel ther 
jump over it. Follow the tunnel all the way and pull 
the switch r grab the Magnum Clips and return to 
the TNT room. Turn left from the blocks and enter 
the new hole in the wall, lake out the Picky 
imposter and grab your Ozi's from his hands. 
Collect the three Uzi Clips from the room, then run 
all the way up the hill, enter the tunnel and save at 
the beacon. 




Continue 
through the 
tunnel and 
enter the next 
room. Avoid 
the boulders 
and work your 
way lo the top. 
Run up the 
slope and 

climb up to the next room, climb onto the 
lowest pillar and leap over to the highest 
column, lump straight up and pull 
yourself up to the new ledge, turn Left 
and jump across. Turn left again and 
jump across one more time. Push the 
block twice, turn right and climb up to 
the next room. Push the second Wock 
twice and drop down into a lower 
room. Pull the block that you find 
once and go back through the upper 
room. Drop back into the lower room 
on the other side of the lower Wock, 
Pysh the block Forward and turn 
left into a new alcove, then go to 
the Save Game Beacon. 

From the beacon, pull the switch and 
turn so that the switch Is to your right. 
Run forward into the alcove, turn left and 




climb up. Run 
Forward to the 
block and 
enter the tun- 
nel on the left. 
Push the block 
at the bottom 
of the stairs 
forward once, 
turn left and 

make a mad dash For the door. Pull the switch 
next door and run back up the staircase, run 
forward to a hole in the floor and drop down. 
Run through both doors, shoot the guard at far 
range using She Magnums. Grab the Shotgun 
from him when he dies, climb up to the top of 
the pyramid. When you reach the top, turn left 
and jump against the wall. Run into the tunnel 
and pull the switch at the end. return to the bot- 
tom of the pyramid and run through the maze 
building to the Gold Door. Enter the door and 
grab the Large Medi Packard Pyramid Key. 
Return to the pyramid doors and open them. 
Well done, level complete! I 
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SECRETS 



la From the second Save Beacon, use the 
fuses in the slots to lower the cabin to the 
ground. Enter the cabin, collect the pistols then 
climb up onto the roof r>t :he cabin, and Leap 
across Into the tunnel. Jump and climb up lo a 
ledge then run forward to open a gate else- 
where. When you come to a plank on the 
ground* turn around and jump backwards and 
slide down whilst holding the action button. 
Lara will grab onto ihe edge of the hole that 
opens below you and not fall into the lava, Once 
the plank closes up, move to the wall and climb 
up (he wall then up onto the next ledge into the 



secret area. Collect the Shotgun and Uzi Clips 
as your prize. 

a. From the third save point, run into the next 
room and get your Magnums back. Replenish 
your health, then line yourself up with the 
switch on the far wall Make a running jump 
over to it but let go of the jump button as 
soon as you jump. You'll fall down the cliff 
and grab onto the ledge below. As you slide 
down the cliff, grab the crevice and shuffle to 
the right. Drop onto the Ledge and turn 
right, run through the tunnel to a 
lava filled chamber and jump to 
the ledge in the lava. Turn left 
and make a jump to the next 
pillar then bound over to the 
next column. Turn right and 
Leap across to the tunnel 
entrance, irnmidfetly run 
forward and push the 
crate before Lara becomes 



boulder pat£. Pull the same block out again 
then climb onto it. Leap over to the secret area 
and collect the Large Medi -Pack and Uzi Clips. 

3. From the fourth Save Beacon, run to the 
top of the hill and climb up to the ledge, lump 
over to the sloped ledge to the right. Wait for a 
boulder to roll out of the tunnel, then jump over 
to It. Follow the tunnel all the way and puM the 
switch, grab the Magnum Clips and return to 
the TNT room. Turn left from the blocks and 
enter the new hole In the wall Take out the 
skateboarding psycho and take the UzTs from 
him. Collect the three Uii Clips from the room, 
then find the hole in the ground with water and 
dive in. Follow the tunnel through the gate and 
enter the secret area. Grab the Large Medi- 
Pack. Small Medi-Pack and Uzi Clips, 



ATLANTIS 




From where 
you begin, run 
forward and 
the first 
sphere on 
your left will 
explode. 
Shoot the 
creature that 
comes out 

Turn around and walk toward the sphere on the 
right, and blow this creature to Hell. Run for- 
ward along the trench and a third sphere will 
explode, kilt the creature as you did the rest. 
Face the centre door and lurn left, run through 
the side door and climb the stairs toward the 
webbed floor. Dash over the central bridge and 
grab the Shotgun Shells. Quickly draw your 
weapon and dispose of the flying demon, then 
run into the far right corner of the webbed floor, 
Enter the alcove and pull the switch, turn 
around and run Forward Into anolher alcove. 
Activate the second switch, run back to the 
other side of the room and enter ■ new door- 




way. Travel down the steps and hit the third 
switch, return to the entrance chamber walk 
through the central door Shoot the flying 
demon then run forward and drop down into the 
hole and move into the hallway Turn to face the 
crevice in the wall and jump over to It, shuffle 
over to the left and drop down to the tunnel. 
Grab the ledge and climb up, run Into Ihe tunnel 
and pull the switch, continue forward and grab 
the two Uzi Clips. Leap across to the webbed 
floor, walk to the edge of the ledge and jump 
over to the next ledge. Climb up and run into 
the tunnel to the Save Game Beacon, 

From the beacon, jump over to the pillar turn 
left and Jump to the lowest ledge on the pyra- 
mid Slope. Quickly jump to the next ledge, turn 
right and jump to a third ledge and slide down, 
Keep sliding down to the red door, turn so the 
door is on your left and leap across to the 
ledge. Face right and leap over to find a Large 
Medi Pack. Run and jump to the highest ledge 
and pull yourself up, walk into the tunnel to find 

two Mix Clips, 
Pull the switch 
and return to 
the entrance, 
dive into the 
water and pull 
the sunken 
switch. Climb 
out of the waier 
to the left of the 
slope and get onto the pillar. Leap scross ihe 
pyramid and enter the red door before it doses, 
lump across to the far ledge and haul yourself 
up, climb the Stairs and jump into the doorway 
at the top. Save your position at the beacon, 
From the second save point, climb up the 
tunnel, over the spiked pit and dive into the 
water. Grab the Shotgun Shells and pull the 
switch, swim through the open door and rise to 
the surface. Climb up and run past the slicers, 
pick up the two Uzi Clips and turn right, lump 
across to the next ledge, run into the tunnel and 
turn around. Kill the demon and collect the two 
Uzi Clips when it's dead. Turn around and dive 
into the pool, climb out of the water between 
the two large spheres. Turn right and throw the 
switch, run left and around the corner, pull a 
second switch in the alcove. Now move to the 
Save Beacon, 

Run toward the sphere in the right-hand cor 
ner and shoot the demon. Activate the final 
switch to open alhhree doors underwater. Dive 
Into the water and swim through the tunnel. 
Climb up to Ihe ledge and enter the tunnel, turn 
left near the dark wall and run up the hi 1 1 Turn 
right at the red hallway and move toward the 
red door, pull the switch to open trfe door. Grab 
the two Uzi Clips and run to the wall opposite 
the large boulder. Pull the block backwards 
once, then push it forward from the right up 
against the wall. Return through the red hallway 
to the switch again, Pull it again and enter the 
red door. Move forwards, past the block and 
enter the tunnel, arm your gun and shoot the 
demon, now walk into the adjacent room. Run 
and jump across the ledge on the right, use the 
Save Game Beacon to store your position. 

Run around the corner and kill the two 
demons. Slide down the slope and iump over to 
the red ledge before you Fall onto the spike 




trap. Grab the Large 
Med i- Pack. Shotgun 
Shells and the two 
Uzi Clips. Now run 
through the tunnel 
into the ne*l room, 
turn right and shoot 
the demon. Run and 
jump over to the 

ledge on the left, walk to the right side of the ledge 
and position yourself so Lara's feet just about touch 
the dark triangle. Run and jump across to the small 
ledge, quickly turn and run into the tunnel and kill 
the demon. Leap over to the dirt coloured slope on 
the red bridge in the middle of the room. Jump 
to the Ledge against the rocky wall, turn right 
and grab the two Uzi Clips, then activate the 
switch. Turn around and run forward to a small 
narrow Ledge, run across the ledge to a block. 
Putt the block backwards out of the wall to 
find a tunnel, now quickly run past the 
slicer. Turn rfght and shoot the two 
demon s , ju mp across to where the 
demons were and run up the tunnel. 
Collect the Small Medi -Pack a nd Uzi 
Clips, turn right and walk out onto the 
ledge. Shoot the creature and jump 
across to the next platform. Travel to 
the end of the tunnel and save your 
game. 

lump the (edge In the corner and pull 
the switch, return to the Lava room and jump 
back to the entrance ledge. Turn Left and 
jump to the pillar, turn left and jump to the 
column. Turn left and jump to the second 
pillar, now leap across to the doorway In 
the wall, Climb up and pull the switch at 
the end of the tunneL Return to the tun- 
nel entrance and jump to the left pillar, 
leap across the pillars and enter the 
tunnel. Follow the tunnel into a long 
hallway, turn left and enter the red tun- 
nel Run past the red door and wait for 
ft to close, Climb up into the tunnel 
above the door, run to the end and jump onto the 
ledge lo the right. Prck up trie Uzi Clips and run into 
the lunnel. Shoot the creature and grab another UzF 
Clip. Move forward and stand at the bottom of the 
ramp, run ahead and stop on the tile before the 
slicer. Jump left to avoid the boulder and walk up 
the rest of the ramp, enter the door. Now save at 
the beacon. 

Turn left and push the block twice, turn right and 
run down the tunnel to find two switches. Pull the 
right- hand switch and immediatly jump back* drop 
Into the trap door Leap over the pit to trigger a 
boulder, then Jump back over the pit After the boul- 
der falls into the pit, Jump over the pit again and 
run up the tunnel. Climb onto the ledge to the left 
and pull the switch* Turn around and climb up to 
the door, drop down the other side and run forward 
through the door. Run through the tunnel and kill 
the creature in the comer, Pull the switch In the 
opposite comer and collect the four Uzi Clips. Enter 
che door and save your game. 

Slide down the ram Into the next room, shoot the 
two creatures at the bottom and run into the room. 
DO NOT shoot the tall skinny alien or you will be 
killed. Instead, turn right and climb up onto the 
ledge, leap across to the stone pillar. Jump to the 
ledge by the door, pull the 
5 witch and turn around, 
Leap over to the sandy 
ledge. Climb up and jump 
onto the sandy pillar. Run 
and jump over to the other 
pillar, walk onto the middle 
of the ledge and 
you'll force your 
double to fall into 
the pit. Return to 
the rocky Ledge by 
the pit and climb 
the tunnel kill the 
centaur and col- 
lect the Uzi Clips, 
Kill the alien that 



jumps out at you, then run to the end of the tunnel 
and turn right , Follow the ledge and pull the switch, 
turn around and run across the other ledge and acti- 
vate a second switch, Return to the entrance and run 
across the bridge Into the final chamber. Run for- 
ward to the spinning machine and grab the two Uzi 
Clips. Press the action burton to complete the level. 
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SECRETS 
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t From where you begin, run forward and the 
sphere on your left wilt explode. Shoot the creature 
that tomes out. Turn around and walk toward the 
sphere on the right, and kill the creature, ftun 
forward along the trench and a third sphere will 
explode, kill the creature as you did the rest. 
Face the centre door and turn left, run through 
the side door and ciimb the stairs toward the 
webbed floor. Dash over the central bridge 
and grab the Shotgun Shells. Quickly draw 
your weapon and dispose oT the flying 
demon, then run into the far right comer of 
the webbed floor, Enter the alcove and pull 
the switch, turn around and run forward 
into another alcove. Activate the sec- 
ond switch, run back to the other side 
of The room and enter a new doorway. 
Travel down the steps and hit the third 
switch, return to the entrance chamber walk 
through the central door, Shoot the flying 
demon I hen run forward to the edge. Drop 
oft The ledge to the one below, enter the 
secret tunnel and grab the Large Medi- 
Pack. Magnum Clips and Uzi Clips. 

2* From the first Save Beacon, jump over 
to the pillar, turn left and lump to the low- 
est ledge on the side of the pyramid. 
Quickly jump to the next ledge, turn 
right and jump to a third ledge and 
slide down. Climb up the ledge to the 
secret area in the upper right corner. Collect the 
Large Medi Pack, Magnum Clips and Uzi Clips. 
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3- Jump the 
ledge in the comer 
and pull the 
switch* return to 
the lava room and 
jump back lo the 
entrance ledge. 
Turn left and jump 
to the pillar, turn 
left and jump to 
the column. Turn left and jump to the second pillar, 
now leap across to the doorway in the wall. Climb 
up and pull the switch at the end of the tunnel 
Return to the tunnel entrance and jump to the ieft 
pillar, leap across the pillars and enter the tunnel. 
Follow the tunnel into a long hallway. Walk Into the 
corner of the room to set off a hidden presure plate, 
Immediatly turn left and run up the hill, blasting the 
creatures and enter teh secret alcove. You only get 
once chance at this room, so load a previous game ff 
you blow it. Grab the Large Medi Pack and Uzi Clips. 
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From where you begin, shoot the huge monster 
until it dies. Grab the Uii Clips and enter the red 
lunnel, slide down the slope and push the block at 
the bottom three times. Run up the slope and push 
the second block once. Climb into the tunnel above 
and use the Save Beacon 

Run past the slker and follow the tunnel, turn 
right at the intersection and push the block once. 
Return to the intersection and turn right* run past 
the red door and drop into the next room, Pull the 




block backwards once, then turn around and climb 
back into the tunnel. Turn left, nnm clown and push 
the block once. Return to the red door and stand on 
the block and pull the switch. Turn around and run 
Fnto the next room, turn right and jump to the dark 
Ledge, leap to the second and third ledges, run 
through the tunnel until you see a boulder. Run 

back to the door to 
avoid the boulder. 
Run up the tunnel 
again until you see 
a second boulder, 
avoid the same 
way as before. Run 
to the end of the 
tunnel and make 
your way past the 
collapsing tile. 
Grab onto the ledge before you fall and make sure 
your health is rnaxed out. While hanging from the 
hole, drop down to the floor below and run around 
the corner saving your game. 

Shoot The Scion until it blows up. Turn and run 
through Trie door, shoot the three creatures then 
hang and drop through the hole in the wall. Turn 
around and jump across to the crevice, shuffle right 
and drop down the slope, lump at the bottom of the 
slope to avoid the lava, then enter the door, Walk to 
the right side of the hill and down to the bottom 
which will activate a boulder, Now walk to the 
swinging blade and jump 
across to the ledge. Walk 
past the spikps to The middle 
of the ledge, face the door 
way and perform a standing 
lump followed by a running 
jump to reach the 
door. Grab onto 
the crevice in the 
left-hand wall and 
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ihuffle right to the 
far edge Drop 
down and walk to 
the middle of the 
ledge and back up 
to the edge. Jump 
back wards onto 
the slope and jump forward to the pillar, then save 
at the beacon. 

Turn right and jump dawn into the tunnel, run for- 
ward across the three collapsing ledges and run 
Into the tunnel behind the swinging blade. Turn 
right and enter the hallway, run down the slope and 
outrun the boulder. Jump over the boulder and grab 
the Small Medi -Pack, jump over the boulder again 
and turn right. Slide down the slope when the blade 
is on either side and jump frpm the end of the slope 
to a ledge. Drop down intojhe tunnel and run for- 
ward, grab the Small Medi-Pack and continue 
through the tunnel door. Pull the switch to open the 
door and go through. Turn right and collect the Uzi 
Clips, turn around and run forward to the lava hole. 
Let the boulder roll over you, then leap cross to the 
other side and grab onto the edge. Let the second 
boulder pass, then climb up and run to the next 
room. Drop down Into the pool of water below, grab 
the Uzi Clips and swim through the tunnel into a 
new room. Climb up out of the water and use the 
Save Game Beacon. 

Grab the Uzi Clips then run 
ahead into a Large chamber. Use 
your Uzi and kill the final boss of 
the game, Natla, Back up and 
walch Natia, when she arises 
shoot her again, Run up the 
ramp in the corner and fol- 
low it up to the top. lump 
across to the pillar then over 
to the next, lump to the pil- 
lar below the door and climb 
up. Follow the path and drop 
down the hole onto a pillar, 
turn right and jump across 
to the ledge. Climb up and 
follow the tunnel forward to 
a slope, slide down to com- 
plete the game. Noorahlll 




in Hit tnd of the worM at wt km It" 
rubbish American pop dinosaurs Rapid Eye 
Movements And Indeed this li the end, but Fortu 
nately net the end of the world, instead, we pre- 
sent the end el our Ixhumed guide In Five pages 
time, youll have completed the gome and Hove 
will have token Mi copy outside and shot It 
Because that s how much he hates It now. 
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Large chunks of this level can be skipped by using the bomb technique first 
employed last month, so make sure you have plenty of health at this point 
To recap, look straight down and charge up an Amurt Bomb. Now Jump, and 
at the ape* of your jump, release the bomb. Youll take some damage, hut 
the blast will force you high Into the air Fortunately there are several full 
health restore pick ups located about the level. In the first area of the level, 
you'll encounter a Lion Bitch; they are fast critters and have a damaging 
dose range attack, Go through the door at point one, I hen go and shoot the 
skulls at point two to reveal a load of power-ups behind a destructible 
wall. Use the bomb trick at point three to get up onto the platform ahead and 
collect the Symbol of Earth. Hovering in the air nearby is a full health restore 
icon Go through the Earth door at point four, then go to point five and use 
the bomb trkk again 10 get 
up onto the raised a red. The 
War Symbol is In mid air at 
point six. Nex,t run through 
to point seven and use the 
bomb -nek for a third and 
final time to get up onto the 
( shaped catwalk suspended 
in the centre of the room. 
Run through to point eight, 
and then jump across to the 
camel at point nine. 
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As we near the game's second boss, 
things start to hot up as this level is 
full of treacherous lava pits, 
Standing ,ii point one, shoot the 
Mummies at point two then Jump 
across to that point and run around 
the corner to collect the Symbol. 
Having done this, lump back to point 
one. then leap over to the small plat- 
form at point three, then turn round 
and jump across to point four. 
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Passing through the door ahead will bring you out in a large lava 
filled cavern with a floating platform visible in the distance. Jump 
from point five to the platform at point six, timing your jump so 
that the platform is at its lowest point when you reach it. From 
here h jump off the platform at it's highest point and float round the 
corner to the next Symbol at point seven. Collecting the symbol 
wilt start up a load of fireballs, so dodge these carefully as you 
head back the way you came to point five. If at any point you Tall 
off into the lava H use the bomb trick to get back up to safety, Next, 
return to point three, then jump to the right to point eight and go 
through to the next Symbol door Avoiding the Tailing rocks, grab 
the full health restore at point nine, then run down the slope to 
point ten and take out the Mummy and Lion Bitches. Use the bomb 
trick to get up onto the ledge at pomt eleven. Hit the switch here 
then pump over To the opposite ledge and go through the door at 
point twelve before it closes, in the next passageway there are 
pressure pads at points thirteen and fourteen that both need to be 
activated to open the door at point fiffeerj. Both pads only operate 
for a short period of time, so don't hang about getting up there. 
Once through the door at point fifteen, collect the War Symbol, 
then drop down to point sixteen, hit the switch there and then 
jump across to the other ledge again to get through the newly 
opened door at point seventeen. The War door Is located at point 
eighteen, and once through It. drop down the hole to a platform In 
the lava below, lump across to the platform at point nineteen, then 
to the swampy ledge at point twenty. From here, use 
Floating jumps and follow the numbered points round to the camel, 




Run down trie spiral staircase, through the 
door at the bottom and through the ne*t 
room to anothei doar. Through here, you'll 
see a largo hole in the floor. Roal down to 
point one. The second boss, Se+kis, is to be 
found at point two. It Is pretty quick, so as 
long as you keep moving, you shouldn't 
have too many problems with it. Once 
Seikis is dead, it will spew out a load of spi- 
ders thai also have to be taken can? o\. 
Finally pick up the Kilmaat Sceptre at point 
three to finish the level. 



Now you have the Kilmaat Sceptre, you can breach force 
field barriers. Enter the Shrine and turn left. Through the 
door, you'll see a forcefield in 
the distance on your left. Just 
walking up to it is enough to 
deactivate the forcefield, and 
doing this reveals the way to the 
Magma Fields. 





As the name suggests, this H*el Is also pretty lava packed. Do a floating 
iyrnp to point one. then another to point two. Hit the switch at point three to 
shut off a fireball launcher, then go to point four via poml rwo^Next da a 

floating jump over to point five, then another to 

[M^H ^^^H point six. where you'll pic* up the awesome 

Ring of to weapon. Take the lift ahead up to 
■ poinl seven then, avoiding the collapsing floor, 
■■ platform at point ■eSght- Jump 
^^■^^ 1 I a? ain to point nine, and take out the spiders 

and wasps in this room. Run around to point 
ten p then drop down to the ledge at point 




J® 



eleven, and then down to 
the switch platform under 
neath point ten. Flip the 
switch and climb back up 
to point ten pretty quickly, 
lest you wake the Lava 
Beastl Lava Beasts are 
hideous creatures that 
erupt from the lava and 
are a jit to kill, so it's in 
your best interests to 
avoid them. The switch 
opens a door at point 

a^'S tTene^swlKh 'at point thirteen. Climb back up f the path at point 
fourteen, then go through the door at point fifteen. In the too* a po^nt six- 
teen is a huge hole in the floor which, or course you ne*d to floa down 
However this time the hole twists aod turns and rft ^^^to^to 

take »t slowly and try not to 
bang Into the walls too much. 
At the bottom there are two 
ledges with switches on tha! 
need to be activated to open 
the final door lothe camel, 
There's another Lava Beast 
down here too, so watch out. 





GR.US ?BAK 



lump across to the floating platform at point fine, then up onto 
the ledge at point two before doin ( a floating jump over to 
point three Next, a series of Hosting jumps will take you to 
point, four and five. Go through the door at five, and jump up 
onto the platform at point six. Through the door at point seven, 
vou will see a bridge snaking off around the comer. As you run 
along this bridge il will collapse, so be careful. At the end of 
the bridge is a floating platform at point eight. Jump up to the 
platform at point rine, then do a floating jump over to the next 
platform at point ten. lump across and head through the door 
at point eleven. The floor in the next room will collapse and fall 
down a chasm, but dor* worry, as this leads you to the next 
area, lump up to the moving platform at point twelve then 
across to the next one at point thirteen and up to a third plat- 
form at point fourteen. From here, jump up to a large ledge, 
and pick up full health and weapon restores at point fifteen. 
There's another floating platform at point sixteen, jump onto it 
to reach the door at point seventeen, lump on to the moving 
block at point eighteen to climb to a room that holds the Horus 
Feather A door will open to your left. Go through il and levitate 
across the chasm by jumping and holding down the B button to 
reach the warp point at point nineteen. 





if you read last month's guide, you'll have a solution to this leveL if you've 
reached this far or your own, then youll know what you're doing. At the end of 
the level, instead of dropping down through the hole in the floor to collect the 
Final key, run straight ahead and round to a lava pit. Levitate across the pit to a 
i ed^-e on the far side- Throw a bomb at the discoloured patch of wall to blow 
Through It and get to the camel. 




We don't know If it's a bug or what, but this 
entire level can be skipped be the simple tactic 
of walking into the camel at the start of the 
level Dob. Before doing this, however, go to 
your left, taking out the Mummies, then levitate 
■ciui-d to the left to pick up the final weapon, 
the Manacle. By holding down the fire button 
you can charge this weapon up to a huge burst 
of electrical power. The downside is that it only 
gives you four shots when fully charged. 





Jump up and levitate to point one, then Levitate to point two, Use the bomb tech- 
nique to get up to the switch at point three, before levitating up to point four, then 
point five, then point six. Collect the Symbol at point seven, before going through 
to the room at point eight, wtiere the Symbol door is located. Throw the switches at 
points nine, ten, eleven and twelve to open the forcefield/door combo at point thir- 
teen, then go through the door and levitate to get to point fourteen, Use the bomb 
technique again here to cheat your way to the camel at point fifteen. 



□ □□ 

□ •□ □ 



(from sidf i 
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□ □ □ 

□ □□ 



t (cltMAAT HAU 



Go through to point one. To get into the tiilmaat Haunt, 
you have to give up all the artifacts you've collected by 
standing on the six pressure pads \n this room. This will 
allow you to enter a teleporter at poinT two. When you 
re-materialise, run along the corridor suspended in 
space to Kilmaar's lair at point three. The best way to 
defeat the last boss is to constantly move round it by 
strafing and turning and unloading all your weapons 
into it as you go. At the end. it becomes a floating head, 
and the best way to finish it off is lo Jump across to the 
exit door 50 It can only attack from one side. Once 
KILmaat is defeated, go through the door that opens 
and follow the passageway to where Rameses body 
kept. Collecting it will warp you back to Rarneses' Tomb, 
where the old dead geezer will congratulate you. 





the end 




r — "I 

I ^ * * \ 

Once the Kilmaat beast is defeated, you'll return to Rameses* 
Tomb for the last time. If you collected all eight pieces or your 
transmitter, everything will be tickety boo, but if not you'll get 
sealed into the collapsing Tomb and die horribly. Now ihat you 
have all the artifacts, collecting every piece of the transmitter is 
possible, so no excuses, okay? 
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Drivel about fhf N64, stuff about Worldwide So«er. and some rather confused young men. Have your say. write to 
GREEN MAIL, MEAN MACHINES SEGA. 30 M FARRINGDON LANE. LONDON. EC1R 1AU or e mail stevo&otaku.iom. 






THE N64 WILL BE 
GREAT! 



Dear Junk Mali, 

Sega Sucks! The Nintendo 64 is the only console 
worth owning (apart from other Nintendo consoles). 
The Smegadrive smells, so does the S mega-CD* The 
Sadturn has stupid loading times, unlike the N64I 
Every N64 game released (all 8!} screams quality I'd 
love to kick Andrew Garkson up the butt! Sadturn 
better than N64? It's not even better than the 
Grey Station (which is pretty bad anyway), Your mag- 
azine is crud, I only get it becuase my brother reads 
it {he has a Smegadrive). NM5 is cool x infinity. Seal 
could have Yob any day, I'm off to gawp at the latest 

scree nshot sand laugh it the poor quality 
Saturn rubbish. 
Yours, 

Wayne Kerr, Bellendla 

Stt: Sounds to me like he's never actually played an 

N64 if he's gawping at screenshots. 

Gus: I'd raiher be playing games than looking at 

screenshots. 

Nick: Crusin* USA on the Nintendo - enough said. 
It's blinkin" terrible. 

Ste: After being disappointed with Mario Kart, I 

don't think I want a Nintendo anymore. 

Gu3: Contrary to what you may think. Wayne, we 

were quite looking forward to some of these N6* 

titles. But many of the eight have turned out to be 

crud and the lapanese are not pleased. 

Ste: If Starfox is rubbish I'll be really pissed off. 



WELL I NEVER 



Dear Steve, 

I have discovered a + cheat' for Christmas NIGHTS. 
The game contains special features which are trig- 
gered on special dates, this uses the Saturn's inter- 
nal clock, so la access the special events the clock 
should be changed to one that will trigger them. 
Yours sincerely, 
Stephen Roberts. Camarthen 

Nick- Nice onei 

Gus: God. we really didn't know that, which is why 
we did a big feature on the game's clock -related 
antics In the last issue. 

Sit: You should say why we DIDN'T do a feature, 

since we don't kapw about it. 

Gust That's irony, Stephen, Check your MEAN 

MACHINES literary companion for use of, 

Ste: Sorry, I won't do it again. 

Gus: Now. that's SARCASM. 



YOUR POINT BEING? 



Dear Mean Mail 

I think that Worldwide Soccer '97 is the best soccer 
game out just now. The graphics are superb, espe- 
cially the international team kits and the wary they 
have designed Bulgaria's. Spain's, Croatia's kits etc. 
Anyway. I was disappointed when I read the manu- 
al, because it didn't tell you any of the special 
moves etc. Anyway I think it's time someone pro- 
duced a Formula One game for the Saturn, but not 
Psygnosis! Also I am getting sick and tired of PSX 
owners who think they have the best console In the 
world. I mean it takes PlayStations about 3 minutes 
to load, when It only takes the Saturn to sees. If 
only PSX owners realised how cocky and sad they 
are being. 
Yours, 

Russell McFarlane. Edinburgh 

Matt: I think an Fi game would be a great idea, and 
if Psygnosis did It themselves instead of farming it 
out, it could be cool. But then p the inevitable com- 



parisons would be made. 
Ste: Some competition for Fi would be good, 
Gus: Well, there are plans underfoot, check out the 
gossip section. 



I WANT MORE! 



Dear Mean Mall* 

Having just completed Tomb Raider and Exhumed 
for trie third time each, can you tell me will it be 
worth me getting Doom and Hexen or Die Hard 
Trilogy, or should I wait for Duke Nukem and Quake 
as I am very desperate for some more brilliant 
gameplay. I was going to get Space Hulk and Alien 
Trilogy, but decided on your recommendation to get 
Exnurned and Tomb Raider instead and boy was I 
pleased! I hope they make a Tomb Raider 2 as there 
are no games like It on the Saturn. On PlayStation 
there is Time Commando, Fade to Black. Resident 
Evil p and many more, so why limit us to just Tomb 
Raider. Surely its success means there's room for 
more great games like this. It was the same with 
Doom-type games, one minute there was Robotica 



CD 



MEAN ART 




SEND US YOUR ART 
WORK OR FILTHY 
HXQK WXLL COME 
ROUWD YOUR HOUSE 
AND TRUMPET M 
YOUR FACE SO 
TH ERE 

CALL THAT ART^V 
r COULD PULL \ 
BETTER ART OUT I 
^ OF MY ./Ay 



^. if you cart do better 

than my crayon drawing 
of Sonic, you coutd win 

0 prize* Send your p to to the * 

usual address kids. 




^ Dear Mean Mail, 
W Wicked mag mates! Keep it up! J am gelling really pissed oil with alt Ihe 

muddy funsters who have PlayStations, My si cry starts a month ago, 
whc*n * <.tartrd lookup tor ,i good dtvii on .1 S-ilurn. On one of my (rips t wandered 
inlu Toys Lfc to w-'t if they had one under-priced, being (he nobs they are. 
(Crfcpin then rambles On for ages afcout how tin* Ploy St M ion geK hvnis ol shell 
space in Shops Like Toys 'ft 1 Us and ihe Saturn doesn't.). Basically it seems that Sony has 
biH-n uayin^ ihese companies to give them stat ks ol room and rhu- s.tiu*n c< shadowy 
miner . trkd in both cases the PlayStation is the only one you can get your hands on and 
piay light Ihere, [hen I siaMed I Nuking about lheN04.il was in riewlopmeiil lor so Ioiir 
us Saturn owners started Thinking w Oh sh*l. it it's been rfevHuprnem for so long it must 
be brilliant, arcade pwluf 1" Out when it carne out it wasn't as *;ond as eJtpectt-d, in fail 
it was crap. Nintendo say they didn't bring it out in the SgUJ^n/ Ray St at ion war as a ta< ti 
• • I move + but I hey could hav* kicked the two fiihsol« ..uses iiglit (here rf it v.as as good. 

the Irulh is 1 hey telr rrireatrrK'd by the Salim< I even PlaySlahon. AJS^> you should see 

some Nintendo mags, they tat" • |he ptss out ol any console and you Were doing lhat five 
years agof They do this to keep the fans reading, buying Ninlendu consoles and not walk 
in^ awav to Saturn and il thai involves lying then lhat's irlut theyTl do. 
Yours, 

Crispin Munns, Brandeston 

Ste: He's a hit upsel 1 

Gusr He has a point about the display of consoles, fhe rnnduct iif some of Ihe big stores 
over Christmas HAS SUCKED. Many oM he big chains, and I'm inches from naming names, 
have shafted Sega in pursuit of the lew extra quid Sony ttVow their way to buy shelf 
space. Time and again the British games industry is in the hands of some tossei who only 
knows aboul toasters and microwaves and demands profit margin on every poxy title 
he seils. Thai's the situation, kids. Buy your games from independents. 
Ste: I've never felt ihe need to buy games from ihe same place I bought my keftf*. 




only, now Look, soon there will be about ten 
and all very successful. Please tell me your 
views. 
Yours. 

Wayne Smith, Colchester, 

Ed (CVG): Doom! 
Ste: Urn, yes. 

Gus: Apart From Doom which was a travesty, 
the 3D games have been quite good, WeVe 
had pretty much confirmed reports that 
Resident Evil is being converted, there will be 
Tomb Raider 2. and Quake might be Saturn 
only title. 

Ste: Time Commando's rubbish. 
Matt: I'm worried we'll see a glut of Tomb 
Raider games, and the whole Ihmg will become 
very boring, 

Ste: The thing that worries me about all those 
first person perspective games Is the lack of a 
two player option. I mean, Quake is a multi- 
player game, there's no doubt about it, 
Nick: No it's not, unless you're very rich and 
youVe got two PC's. 
St*: There's the Internet accounts. 



GET A UFE PSX 
OWNERS' 



Dear Mean Mali 

I've written in to reply to the letter in issue 50 
from the PSX owner. All I can say is GET A LIFE! 
The reason the PlayStation sells a lot is 
because it's cheaper than the Saturn! Granted 
the PlayStation has good games, but Sega has 
nicked half of them. Look at the line up of 
games Sony can only dream of: Virtua Fighter 
i, 2 and Kids, NiGHTS, WWS '97. Virtual On. 
Sega Rally. Daytona CCt, Fighting Vipers. I rest 
my case So "PSX Owner", go and find some 
dog turd for your tea f you SAD GIT! 
Yours, 

Samuel Bridgett, Farnham. 

Matte l thought you said the standard of Let- 
ters was improving. 



Gus: They don't need to go out and find a dog 
turd - they can just have one of therr collec- 
tion of PSX games. 

Ste; That's unusually snide of you. Gus. 
Gus: I've had a bad day. the hard drive's gone 
on the grabber, 



DEATH TO THE 
SATURN! 



Dear Mean Mall, 

I can't see the fuss about 32-bH computers, 
because as soon as the Nintendo 64 reaches 
Britain h that's it! It is obvious that 64 bit is bet 
let than 32-bit. the reason? Well a) it's more 
powerful and will probably last longer, b) 
HARDER games, and most important of all c) 
better graphics and payability. However, it is 
your opinion on what is the best machine ever. 
If you want good graphics, get a PlayStation, 
but if you want excellent games y get a Saturn. 
And if you want graphics, gameplay and sound, 
then get an N64. But I say let Sega rule for as 
long as possible. 
Yours, 

Matthew Bullman. Castleford. 

Gus: So we printed your letter. 
Stej Never ever phone us again. Anyway, if you 
want graphics, sound and gameplay. get a 
Spectrum. The Jaguar was allegedly 64-bit, 
look at that. 

Matt: l reckon people just waft around for the 
next machine coming and say "I'll get that." 
Gus: I think Nintendo has done a good job with 
the hype. People have unrealistic expectation 
about the and they'll be disappointed. We 
know, we've played the games. 



SANDRA BOLLOCKS HERL.. 

YouVe getting the idea now. Send us more e- 
mail to stevofiJotaku-COm. Send It. Send it now 
you fools. 



HIGHLIGHTS OF A 
LOAD MORE TOSS 
FROM THE VARIETY 
CLUB BUS,,, 



OFor your information, Papworth 
Everard is famous for it's heart 
transplanting hospital.... 
Martin Conway, Papworth Everard 

¥01; Yeah ? So what, I'd rslher Live in 
1 city famous f or. well* all tin thing* 
London Is famous for. than some dull 
«U vf LUga with a hospital in fL Gel 1 
lite Conway, 

DYou printed my letter in issue 51. 
You didn't print my name on it* it 
was Ihe first letter of your column,.. 
Paul Raddlffe. Bootle 

YOB; Watt, flunks for t he Info, I1» 
Hint Steve out to writ* your riant* 
Into every copy In Biro, M I hope 
you're happy now = To he quit* hon- 
nitf h om apart f rom you gjhm. a 
toss that we printed you* tatter, so 
lam It, aLrigW 

OSo what riat mir a saver for the , 
satrun? 
Phil S*wy*fs* WaJnsxott 

TOft: W*tL w* get all sorts write In to 
Mean Malt. Sensible p4opl4.com- 
plate nutcases, and this guy here, 
who takes the prize for being tha 
most unhinged, weird and gene ratty 
tad pit who 1 * ever written In ever, 
And I nun am. 

...you smeN of cat piss and the 
birds use your column for target 
practice you pathetic, sorry waster, 
You haven't got a girlfriend and ail the 
people in the street you walk past 
laugh at you and mumble about your 
stench behind your back ... 
Anon K Birmingham 



D 



YOB. At la it. someone with the guts 
to writ* In and he really a b u stm 
Sham* you're not hard enough to 
Include your name you sad case. 
Come a nd have a go. Coma en ttienJ 
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Our designer 





"C'mon ladirb and gentleman. Roll up. roll up and 
ask the NEAN MACHINES Editor, the luverly Gus. a 
tritky question or two. No problem is foo Iw;. no 
answer is too informative. If you wanna know 
what Mark Maslowitz eats for breakfast or whether 
Nick changes his underpants more than once a 
month then the mighty one is the man to write to. 
Send all letters to: 0 S A MEAN MACHINES SEGA. 
30 U FARRINGDON LANE, LONDON. EC1R 1AJ. a 



FINPA NEW JOG 



Dear Gu$ p 

Please answer my questions as I have written to you 
(and Steve Merret) loads of times and you've never 
answered me yet. 

i) I have a Saturn and \ am very pleased with it but 
sometimes when I turn it on, there is no sound apart 
from a low bumming noise and I have to keep turn- 
ing it on and off until the sound comes back. What's 
wrong with it? 

a) One of my fave games af all time is Gunstar 
Heroes on the Megadrive and I still play It on my 
Megadrive a lot- Is there any chance of a Saturn ver 
sion? 

3) What about Wipeout 2097? 

4) Isn't Yob a bit annoyed that you only gave him a 
measly little column? 

r,i will Virtual On be out by Christmas? 
6) Does Wild 9s look up to Earthworm Jim stan- 
dards? 

Simon Pike. Somerset 

GUS: Never answered, you say? Maybe it's because 
you're from Somerset, But just for all you cider 
drinkers,.. 1. I've no idea. My own Saturn has lots of 
tricks, like ignoring disks, but they're all intermittent. 
Unless it becomes frequent. Td leave it. Don't leave 
it plugged in when not in use. and definitely don't 
leave It on for hours unattended — that wears out 
the drive. 2. There was a rumour some time back of 
a Saturn update using a ne*v name, but the only def- 
inite Treasure project at the moment is Silhouette 
Mirage, 3. Psygnosis has made no announcement of 
a conversion. 4. He's bloody mad. 5. Irrelevent ques- 
lion. 6, Beyond them. 



I 



SIVB UP JUNK FOOP 



Dear Sir or Is It Madam? 

1) Will there ever be a sequel to Sega Rally? 

2) Will Winding Neat ever be available on Saturn? 
33 1 think that WWS 97 '5 a big load of sh't and I 
don't know what all the hype was. I purchased it 
about two months ago AND IT IS A LOAD Of RUB- 
BISH! I think Victory Goal and Olympic Soccer are 
the best football games on the Saturn. 

Yours, 

Mr T and Mr B t Nowheresvllle 

GUS: 1 There's an arcade sequel due for 1997. 2. No. 
3, You are both sad and mad to believe victory Goal 
is better than WWS '97^ Go back and play It, then 
write again begging for Forgiveness. 



bar expGNfive rum 



Dear Gus, 

1) Does Fighting Vipers have the intra off of the 
arcade version where they are all posing in front of 



that big mirror? 

2) Is Sega Touring Car coming out on the Saturn? 

3) is X-Men Vs Street Fighter Saturn bound? 

4} When is Duke Nukem 3D out For the Saturn? 
5) I was looking through a Comet catalogue, and the 
Saturn looked different, es pedalled the control pad. 
Is this the new Flash Saturn you were talking about 
a few issues ago? 

6} Which is the best out of Doom and Henen? 
Thanks a lot, 

Ian Ochiltree, Maidenhead 

GUS: L No, it's a new Intro. 2, Yes, the Virtual On 
team are on It. 3. Yes, expected May. 4. 
Summertime, the deal is signed. 5. Rash Saturn is a 
Japanese version, but the pad has been redesigned 
along the lines of the Japanese pad, which has more 
sensible shoulder buttons and is generally more 
comfortable. 6. Doom is crap, Hexen looks alright. 



SO nvlMMINS AGAIN 




lien Folck want* to know if Virtue Cop 2 hi 
better than It* pr*d acinar. Con Gut rtilit 
replying with a the sky answer? 



1G« IAT6 NIGHTJ 



Dear Gus. 

Please answer my questions, 

1) What's best. Daytona CCE or Sega Rally? 

2) If I had VFa, would It be worth getting Fighting 
vipers? 

3) For NIGHTS, does the analogue pad offer any 
extra fund ions? 

4) How much better is V. Cop 2 than V. Cop? 

5) When will the Saturn 2 be released In Britain? 
Yours, 

BenFakk, North Wales 

GUS: Well this is a first, the only letter we've ever 
received from sunny Wale si Home of miners, leeks 
and dodgy relationships with sheep. Anyway, here 
are your answers: 1, Sega Rally. 2. Wait for Fighters 
Megamijc d id get the best of both worlds, 3. The 
analogue control gives you a much more precise 
control over NiGHTS movement s t but you can't do 
anything different. 4. It's about twice the size, has 
far better graphics and more variety. It's a major 
advance. 5. There is no Saturn 2 as yet. 




Will th* Saturn w«r receive a claitlc Star 
Wars game SMth a* the flweiome N64 litis 
Shadows tf the Empire? 



Dear Gus. 

First Td like to congratule you and the team on your 
fine mag. Here are my questions: 

1) When will FIFA V be released? I'm a FIFA maniac 
and I can't get enough! 

2) I'm also a Star Wars fanatic. Will there be any Star 
Wars games on Saturn? 

3) In Diaons I picked up Fighting Vipers, and on the 
back of the box it said one player. Is this true? 
Yours, 

Michael Und ridge. London 

GUS: Thanks. 1. February we believe, bur all the 
other formats have been heartily slagged off. 2. 
None we know off. 3, Oops, a major blunder by 
Sega. If* two-player. 



SO to TWG UfckAP-Y 



Pear GliS, 

I think the new look is really good, keep up the good 
work, 

1) What Formula One racing games are currently 
available for the Saturn, and which is the best? 

2) When will Sonic X-Treme be released? 

3) How and when will < be able io get Christmas 
NiGHTS? 

4) Will you be giving away another demo disc soon? 
Yours, 

Adrian O'Toole. Co. K] Ida re 

GUS: Cheers, we aim to continually refine the mag 1 * 
look. 1. Surprisingly, there is only Fn Live 
Information from Sega, It's okay but not brilliant, A 
Lot of people would really like to see the Pysgnosis 
game on Saturn, but there's no news of a conversion 
any time soon. 2. The new Sonic game from Yuji 
Naka (it's doubtful whether the title Extreme' will be 
used. Is due September, 3 Tn * time has parsed for 
Christmas NiGHTS. but try giving Sega a call on 0171 
996 4620. 4. We do have plans to do moie cool 
demo discs throughout the year. We'll keep you 
posted, 



( 1 

GDI STRATEGY 

Some missions can only be completed once a 
base has been constructed and an army built. 
Other missions require you to use the infantry 
designated in order to take out targets such as 





| radar sites and 
camps. Some 
require you to 

protect buildings 
and vehicles in 
order to progress 
to the next mis- 
ston.ifaM.cv 
has been assigned to your troops, then a base 
must be built and strengthened. Quickly deploy 
your construction yard followed be a power plant 
then a Tiberium Refinery, Once your harvester is 
up and running, construe! a Weapons Factory. 
Once assembled, start to make tanks and build a 
Communication Centre to keep an eye on the 
enemy. 

Now you have your basic base, protection is 
next on the agenda, there is nothing more infuri- 
ating than your base being destroyed within sec- 
onds or overrun by Engineers, If you're really 
flash you can construct a wall around your base 
to prevent any unwelcome visitors arriving at the 
base. Place Advance Guard Towers around the 
perimeter and one in the middle of the base just 
in case anything manages to get through. 




Right then, your base is guarded, your Founda- 
tions are Laid it's time to build up your base- 
Next, construct some barracks, this will enable 
you to create infantry. Repair bays are vital for a 
successful base, each time your vehicles go into 
battle, bring them back into camp and slick them 
on a bay. It's far easier to repair a vehicle than to 
build new ones and it's a hell of a lot cheaper as 
well. Another good reason for having them is 
that if you do come under attack the repair 
process can be stopped and (he 
vehicles brought into action, 

Mammoth Tanks are a 
good option, they may 
cost a lot and take 
ages to build but 
they are self-healing. 
IF attacked they'll 
blast any vehicle 
that approaches and 
If they are damaged 
they'll repair them- 
selves. 



i just nnx'T 

HAVH THE 

I s OWE II! a 



Nearly everything you build requires power and 
this requires the construction of Power Stations. 
Watch your power meter on the left side or the 
screen, making sure the coloured bar is above the 
marker at all times. If the power drops beneath 
the marker you risk losing the use of your 
Communications Centre and repair bays. 
Constructing units and buildings take longer to, 
so make sure you have enough plants to cover 
your base power needs. If you lose Loads of power 
and not enough unite have been made, then you 
face certain doom. 



( ^ 

IBflcjQaMHI 

Everything costs money so if you're on a budget, 
here's a list of what's on offer in the GDI store. 

BUILDINGS AND STRUCTURES 

Sandbag Wall: $50 

Chainlink Fence: .... li-ir ji.jl.il.i. ill 

Concrete Wall: * .......SiOO 




Tiberium Silo; ..„„ .1.1 ... r-i .-- r ■ ■■■ 

Power Plant: ,,„,,,,.... . . -j 1 

Bdridcks: .,. S^oo 

Guard Tower: feMl!f+IMI+ «^p ia ^ i+ ..... .,,S*ioo 

Advance Power Plant: $?oo 
Communications Centre: S1000 

Advance Guard Tower: , ■ Siooo 

Repair lay: m ~.„..*„+>.+ .....Sisoo 

Helicopter Pad; „™.. Si 5 00 




Tiberium 
Refinery; 
$2000 
Weapons 
Factory] ™ 

S3 OOO 

Advanced 
Communications 
Centre: 



Mini gunner: $100 

Affflttur; M+M+M-— ■»■ Light 

Weapon: ...Chaingun 

These little guy* are the most expendable 
part of the unit. Make loads of them and set 




them to guard your base, 
Grenadier: Si 60 

Armour; +„+..*.»..,.. 

^Vc a p & n : ..*+*+»++•++*■(-■*-•-■ ■.«■-.»»■■ 



Lighr 
Grenade 



A ^maH group of these guys can do a lot of 
damage if positioned correctly. Make agru^paf 
three or four and deploy them in various sec- 
tions of the map. 





Armours 
Weapon:.... 



..U|ht 
iezoflka 



Like the Grenadiers these guys can cause mass 
destruction In small groups. 1 hey also work 

best in small groups deployed around the map. 



Eng!neer:5|fM» 
Arrnoui: . 
Weapon 1 




.Light 
None 



Always have a few of these guys ready. They 
have no weapons so they need protecting. 
Grenadiers or Bazooka's will do the Job. Escort 
the engineers into the enemy base and quickly 
deploy them into your opponent's buildings to 
take over them. You now have two chokes: sell 
what you have [ust captured or build up a new 
butt. Chances are though ihere will still be a 
heavy enemy presence in the camp so you may 
be best to sell up. 
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VEHICLES 

HUMM VEEr S40* 

Armour: 
Light 

Weapon i .- 
Chalngun 

The Humm Vee is very quick and can outrun almost 
every other vehicle and gun. Use these to 
scoot around the map at top speed 
uncovering any unexplored terrain. 
Make one of these and move 
around the map. As soon as 
you've found the enemy base 
quickly move inside it to uncover 
all of the buildings. Chances are 
it won't be coming back so don't 
be sad, 

AFC: 

Armour: p 

Medium 
Weapon: .. — 
Machine Gun 

These can hold up to rive troops at a time and 
are quite fast as well. They're best used for uncover' 
Ing terrain and moving into an enemy base to follow 
up an attack. If you have attacked a structure with 



helicopters or the 
Ion Cannon, Place 
a couple of these 
weapons in the 
enemy base and deploy some 
bazooka's quick rime. 

MEDIUM TANK; 5 Boo 

Arm d u r : *n* r-+— ■■■■ - ■ ..•...+*«■■+"+■< Mid III m 

Weapons .b.+n+PH- h , H >Cannon 

The most common GDI offensive vehicle. These are 
brilliant when deployed in large numbers. Spend ten 
minutes collecting Tiberium and making these babies 
and your enemies will probably surrender. 

ROCKET LAUNCHER; $800 

Armou rt — - ^«™«Uf h t 

We 1 pd*fi 2 i nHi^ ^ MH'H wtHMit .Roc ket-i- 

The rocket launchers are rather slow but they can 
Cake out units from a far distance making them pretty 





handy to have around. Place them 
behind rocks and trees and shoot 
at units from a distance. Chances 
are their weapons won't be able to 
reach you making them easy pickings, 

HARVEST EH: Si*» 

Armou r: — * Heavy 

We a pom T.M»HiHHitPM «ihi«h««h»» No ne 

A must for those who need money, it's usually a good 
idea to have two or three of these so that money 1* 
continually coming in. Harvesters aren't equipped 
with weapons but are great for running over large 
numbers of troops. 

MAMMOTH TANK: $1500 

Amour: 1 1 1 1 1 1 1 1 ■■ 1 ■■ i i 1 ►« Heavy 

Wfeapon: -Dual Cannons / Missile Jkcfci 

They may cost a lot and take a bit of time to con- 
struct, but they're worth it. A group of these are 
capable of taking out major targets. Make sure that 
your Mammoth Tanks are escorted by some small 
tanks as they can pursue the small attacking vehicles 
and troops. 

MOBILE CONSTRUCTION VEHICLE (MCV); 
S5000 

Armour* „,,,+... - .Medium 

The foundation for any base. Don't drive 
around in these too long or you'll 
lose the construction site, 
Deploy the site as soon as possi- 
ble to avoid disaster. 

ORCA [Attack helicopter): Sam 

Arm f>u r : , „ «+- L ' ght 

Weapon; .... ... Rocket a 



Best used in large numbers. Make sure any SAM 
sites have been destroyed using ground fire before 
you even think about using the choppers. Once all 
SAM sites are wasted then attack, one building at a 
time. For kicks, destroy the enemy harvester on 
your way to the base. 

SPECIAL WEAPON; ION CANNON 
This is only available to the GDI task force once an 
Advanced Communications Centre has been erect- 
ed. Once these have been constructed, the Ion 
Cannon will appear under the Orca icon. You must 
wait until the Ion Cannon Is ready to be Fired by 
keeping an eye on the white shade counting clock 
wise. Once primed, click 

on the Ion Cannon icon ^^^GW^i 
to be prompted to ^HriBta^^9ic£j 

choo se a ta rget . Th e HH ^ 1 

cannon is a weapon of fli^dip Mm ^^ 

mass destruction so I I V 

select you r ta rget ca re - B*l5!jf 1 
f u lly. Powe r Stat ions are Wmm « 
an excellent choice fol- 
lowed closely by the Construction Yard- If the Ion 
Cannon doesn't completely destroy the building, 
quickly send In some APC's carrying Grenadiers, 
Deploy them quick smart and attack the crippled 
target. 



UllOTHHUHni 

nr no 
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So you think youVe a bad ass mutha who can rule 
the world by bullying and killing innocent civilians? 
Well I'm not going to argue with that, but if you^e 
stuck, here's the complete list of passe ode 5 for the 
MOD instalment. Can I hand them to you on a tray 
sir, and maybe clean your boots on the way out sir? 



Mission 2: WW44YSETB 
Mission 3: ZIE3P53&D 
Mission 4: HPVBF3NEG 
Mission 5; BPH8RP2GF 
Mission 6; 3LXGVRRNL 
Mission 7: 8K6A2PCRK 
Mission S: E5B0FWYER 
Mission 9: 0TLT6IECJ 
Mission 10: MB34D8IPR 
Mission ii! 0GERBWS3T 
Mission iz 1 WWMD4T0QK 



Mission 13: 
Mission u. 
Mission 
Mission 16; 
Mission ij: 
Mission 10: 
Mission 19: 
Mission 20; 
Mission 21: 
Mission 22. 
Mission 231 
Mission 24: 



SCUHO3BTQ 

ZG0WCIT3O 

RCG4YT5W] 

KSSVXSKOs 

ZGINQUAJNO 

JgEiGNWHU 

KBAPSKASG 

C4QXXVM1M 

WF4^XoZW 

RXLAVCaOT 

Z1SKI0E6Z 

VHOO2VPZ5 



NE MAKE NOD 



HASH .\()U' 
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The Construction Yard is always the first building to 
be laid down. Next come the Power Plants to get 
your base up and running The Tiberium Refinery is 
also one of the most important structures so that 
goes up neat The Hand Of NQD Is the equivalent of 
the GDI's barracks, construct one of these so foot 
soldiers can be made. The Temple Of NOD is the 
Communications 
Centre and should 
be heavily guarded 
against the threat 
of invasion, a few 
SAM Sites should 
be placed down to 
deter aerial 
attacks. 





The Brotherhood of NOD cannot make a 
weapons factory on field, so It has to rely on 
weapon drops from large carriers. Construct an 
Aintrip to bring up the artillery options. Click on 
the vehicle you wish to order and it will appear 
bv the Airstrip, the best delivery service m the 
world. 

Once the main structures have been con- 
structed, you should make sure that a couple of 
Obelisk Guard Towers are erected. These high- 
powered lasers can take out groups of men in a 
blink of an eye and can damage heavy tanks just 
as quickly. These weapons of death need huge 
amounts of juice so plenty of Power Plants are 
needed, If you rely 



on these towers to 
guard your base, 
you'll want to keep 
an eye on your 
Plants as they will be 
the first target on the 
GDI attacking list. 



DOWN 
HOOD 




UK 



Well what can your money get you in the merry 
land of NOD? 




BUI LDINGS AND STRUCTURES 

Sandbag Wall: $50 
Chainl Ink Fence; $75 
ConcftfttWaLI: $too 
Power Plant: $100 
Hind Of NOD; $300 
Advance Power Plant: $700 
Repair Say: $1200 
Tiber i urn Refinery: $2000 
Airstrip' S2000 
Communication Centre: $1000 
Tiberlum Silo; $150 
Gun Turret: S&» 
Sam She; $7£0 
Obelisk Guard Tower: Si 500 
Temple Of NOD? $3000 



INFANTRY 

Mlnlguitner: $100 
Same as GDI 

Flamethrower: Sim 
These guys can cause 
some heavy damage at close range, but they can 
be easily picked off if you keep your distance. 
Bazooka's are the best form of attack for the 
flamethrowers. 




Same as GDI 

VEHICLES 

NOD Buggy: $300 
Armour: Light 
Weapon: 
Machint Gun 



These little 
beauties are 
very fast SO 
uncovering ter- 
rain is quick and 

easy. In large number these are excellent Tor tak- 
ing out troops and small numbers of artillery, 

Mobile Artillery Unit; $45* 
A r mour \ ihihh»«ihhiwi i m mm hi fh'h'*"-""" «j Art ed i u m 
Weapon: ^ H+ «*»,-.-MMvyCiiinoii 

We recommend you make a small legion of these 
and just drive around the countryside. If you 
have built enough you should be able to take out 
a whole base and army. Make a small group and 
send them on ahead to take out any turrets that 
might be waiting. 

Recon Bike: $500 

Armour; ..r..«.T. 1 nm LJjllt 

Weapon; Rockets 

Used in the same way as the buggies although 

these are much 
lighter and more 
manoeuvrable. 
Excellent for taking 
out troops and small 
vehicles. 




cause some hassles Tor light tanks as well. 
Stealth Tank: S900 

Armour: .+*»+* M „ l+ „+„ + .„. + ..+..* ...........Light 

Wei (Mm , M .. MMMH H» MM .»H mM ».H.,l«ltiU 

These are superb for sneaking into an enemy 
base. Use men to infiltrate and breakdown 
defences. Very good at catching the enemy off 
guard. Their armour is very light so 
MHk <^ that won't Last long in the field, so 
h \ . * attack in groups of three or 
' more. 



Harvester; 5 1400 
Same as GDI 





*\L Mi' 



.KIRK 
MONKY, 
MtMH Ml).\KY 



If a battle is going your way and [he last of the 
enemy troops are being squashed, sell your 
buildings and structures pronto as some of the 
money will be carried over to the next level. 
Once the money has been transferred you'll be 
able to construct a high-powered base very 
quickly in the next mission- 



Well (hat's it for now, if you have any super hints 
for this very superb strategy game, send them in 
to Mean 16 tips. You never know, there could be 
a Saturn game in it for you! 






8a loohj : $100 
Same as GDI 

Engineer ; $500 




Light Tank: $*m 
Armour: 
Medium 
Weapon: 
Cannon 

Use these to crush troops and 
to break down your oppo- 
nents defences. Send a group 
of these ahead of the mobile 
artillery units and world 
domination will be yours. 

Flame Tank: S3 00 

light 

Weapon; ,. 

TWfln Flame Cannons 

Brilliant at close 
but not too hot at 
distance. These a 
a soldier's night- 
mare and can 






Just when you thought it was 
safe to go hack info 
Hypersleep, come the 
uncomfortably close 
encounters of Enemy Zero. 




Amidst thousands of light years worth of darkness, a small glow appears. There Is no one to 
acknowledge the panel light The main computer of the space freighter AKI is informing only 
itself, ft is bringing the seven man crew out of hypersleep. There Is a problem meriting such 
extreme action. 

Laura shakes off the last vestiges of chemically formulated and controlled slumber. Despite 
the drugs administered to prevent the nausea and disorientation that months of hypersleep 
can produce on waking, she is a little shaky on her feet. There is another feelFng too, one new 

to her on the AKI, anxiety. It is more than the 
unexplained crisis that led to this unsched- 
uled rising, It's almost like an invisible, intru- 
sive vibration alien to the ship. Rather than 
tread the corridors just yet, she decides to 
consult the other crew members. 





Defining quite what sort of 
game Enemy Zero is presents a 
problem. It's an adventure, cer- 
laNy, with its puzzle solving 
elements and object manipula- 
tion, bul frequently Lives up to 
its billing as an 'interactive 
movie". Rather than perform 
actions, Laura sometimes just 
needs to be in a certain place 
Id trigger evenls that propel 
the plot, rather like turning 
pages in a book, With ihe dia- 
logue in lapanese, the exact 
development of Ihe plot is 
obscured, which can be frus- 
trating, but the gist is easy 
enough k> c i r.tiii. Most ol 
the ship's systems (the data- 
base being the annoying 
exception) are presented in 
English Y presenting no prob- 
lem, The 'find, look and use' 
mechanism of the gameplay is 
as simple as can be, Laura will 
direct herself to certain points 
in a room. You can command 
her to look more closely if 
there is something worthy of 
invesliRdlifjn. If she disc ovejs 
an object, it becomes part of a 
pictorial inventory, When used 
later, a single button press is 
all that's required. Objects can- 
not be used inappropriately, 
encouraging a process of 1 ii.it 
and error. 
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The AKI is an average interstellar 
Freighter^ currently on a pre-pro- 
grammed Earthbound telemetry. 

The ship's crew areas are split Intn v. 

four Towers mounted^n the cargo 
area, and the whole crafl resembles a heart, with 
the valve- 1 ike towers rising from a bulbous hold 
area. ImpoMantly, the lowers are linked in a circular 
arrangement by single walkways. Travel between 
<l<-jurs i . hy a series of elevators. 




PREPARE TO DBCHiWX 



There are minimal weapons on 
the AKI K it's the not the kind of 
craft to require them, but some 
members of the crew have 
access to energy weapons. 
These discharge a blast of elec- 
tricity, mainly for industrial pu r- 
poses, but it's Strong enough to 
kill most organisms. They are 
not the perfect combat 
weapons for two reasons- First, 
(heir range is limited, and any 
target would have to be almost 
upon the user. Secondly, they 
take five or six seconds to build 
lo a maximum charge. There 
are a variety of models on the 
AKI. each with a different num- 
ber of possible discharges per 
battery charge. There are sever- 
al charge points located around 
the ship. 



oj ick\ c-PkiriQnmc- Ve wer * bankin B o n EO being similar 
HLifcN tt munUHfc n character to Ridley Scotrs classic 

scl-fi movie, Alien. Indeed it lb. and just 
to prove we + re not being petty, here's a list of 'coincidences' between 
tfenji Eno's interactive movie and the mother of all monster movies: 

ALIEN 

The crew are woken From Hypersleep after 
the ship's computer 'Mother 1 detects a dis- 
tress signal. 



INVISIBLE SOUNDS 




The crew are woken from Hypersleep when 
the ship's computer detects an emergency. 



ALIEN 

The Allen picks off the crew one by one in 
horrific fashion as they hunt it around 
the ship. 



The Enemy picks off the crew one by one in 
horrific fashion as they hunt it around 
the ship. 

HUE N ^ ne Df x ne cre w « Pa rke r ' ' s 

™ Secretly an Android. 



1110Q0111DQD11 



One of the crew Is an android, although 
Laura is initially unaware. 




There's a conspiracy behind the Alien dis- 
tress signal Involving trie ship's owners, 
Weyland Vutani. 



There's a conspiracy uncovered - secret 
files denote the real mission of the AKI and 
some of the crew are in on it. 



ALIEN 



The Alien revoltingly reproduces by impreg< 
natlng Its victim orally, with its offspring 
bursting forth. 



We're saying nothing for the time being... 




Vex* proudly announces its latest supplementary 
sensory system — the Vexx Positioning System, 
or VPS for short, VPS is an advanced lifeform 
detection system based on various sensory crite- 
ria — movement, infra-red, electromagnetics - 
which are denied the human user. Vera has man 
aged to incorporate the technology into a tiny 
earpiece which fits easily into the users outer 
lobe. An audible warning is given when lifeforms 
move into the detection area (approx 20-2 5 ft). The 
pitch of the warning tone; high t medium or low 
refers to the positioning of the lifeform, ahead, to the 
side and behind respectively. The rapidity of the signal denotes 
the distance of the lifeform. Can you hear what I hear? 



■ I9IB The amount of hardware on a ship iike the AKI can 

be daunting if you are unfamiliar with it.. Laura has 
evidenlly not acquainted herself with many p| the systems, and it is your job to 
work out what they are for and how to use them. 




POWER ROOmS 



These rooms control power to 
systems, doors and elevators. 
They'll have been turned off 
during hypersleep and need to 
be reactivated manually. 



f 



111 email 




OMR SCAN 




The most secure locking 
method as it only permit*; 
access lo those with a corrtet 
DNA string that matches those 
found in the central computer's 
records. If you're 10 isn't on file 
you won't get in. 



PC 



Most crew members (techno- 
ptiobes Laura and Kimberley 
are exceptions) have comput- 
ers for their own work, Mosl 
crew members are also para- 
noid dboul others using 
their PCs. 




LDCKER 



* — ^ 



it 



Theru are a bewildering range 
of access barring systems, 
Laura has her own key opera I 
ed locker on Winter tower, and 
there are olher d*sk ha seel c,yv 
terns 01 even Rnimy's idiosyn 
aatk switch combination. 



niEOlCBL SCANNER 



Located in R army's cabin* this 
machine performs all the 
recognised diagnostic scans on 
crew patients. 

11QD0111D0 
QlllDDOlll 



HOLDPOflTHL 



Operated simply by sigh I, the 
Holoportal produces a breath- 
taking virtual exterior view of 
the heavens. Fans of Slar Trek 
will recognise this device as a 
variation on the Enterprise^ 
Holodeck. 



THE TRAINING GROUNDS 



II v'uli frH iiln. 1 1 1 n 1 1. 1 1 Lilili- will llu- WiVipOii, then," js ,i 

training area without ihe game proper, on ihe lirst disk. 
Set in it simple series ol wire fra me rarridDr^ I he aim is 
In hunt down the red spheres usiiit* Hie VPS and .1 
t h,irge gun. The levels become progressively more chal 
tending until ihe spheres hemme invisihle and you 
rnuM rely on aural flues .ilime. 



oQk 



is I bit or a 

milestone in gaming, el let lively re. it i ires ihe first 
virtu.il iiclress. Previous real aclursor h V.i£.[ors n have 
honied gomes like Maik Hiimmill in Wing 
y i iiniTMriiler IM K hut nuthing 00 Lhe scale of this, 
where I iiur.i is .ilmoM 1 iMi^t.mtly m view autl rea. I 
irtg ro events in the game like an ar iress, You mighl 



point to Wrirp's previous «.ime. H, which also lea 
turrd I Jin*!, hul Ihe quality of ^ 

1 1 1 < : ; " IS Ijl Mipi'lO'. II II Hi re 

was no inlerartion wilh other peo 

[Av m Iml 11 10, L .1:11.1 meets Mm- ^H^^P^ 

other crew, c omlorls l hem or gels 

re-assurance. She also displays L 

mm h mine emolion horror, 

fear* determinaliur^ despair, fruslutmn, fvrn lc*ye 



THE DRBH RECESSES 

Laura Is* by and large, safe in the rooms of the 
AKI. Danger stalks the corridors, which 
are presented in realtime. Laura risks 
life and limb travelling between rooms 
and towers, weapon or no, Corridors 
vary from the well lit passageways 
connecting the living quarters, to dark 
service bays and a claustrophobic 
maze of ceiling conduits. 

ND THHERS S€T 

There is currently no signed deal la release Enemy 
Zero in Europe. Acclaim were interested until very 
recently, but have gone cold on the deal due to the 
lack of a PSX version. Sega are very interested in the 
game, and it should safely see a release under one 
oF these two banners. We would say that getting ihe 
whole story In English would enhance the game 
somewhat. 



GORV. GDRV HRLLELUJflHI 

The debate rages about vio- 
lence in video games, and EQ 
contributes its own stylised 
brand of 'grand guignol* 
effects, Laura comes across 
the handiwork of" the EO as 
the game progresses, its 
trademark being brutal 
decapitation. The game 
makes the most of the chills 
(Including an amusing severed finger sequence 
worthy of any Hammer movie). Better than the 
shock bits is the carefully cultivated atmosphere Of 
tension brought about by facing an invisible foe. 
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II Sega UK sijys j 1 V 

irue ro its word. MijJiSI j^ft 

and intends to Htl^Rj^l 
distribute qualiry 

either fails to fall 

inio a predefined M fll I 
category or would 
vim ply be 100 riskv a property lor 
a third pan? company lo handle, 
1 hen surely Enemy Zero must be a 
pnme candidate lor release By 
combining incredible rendered 
sequences (easily on a par with 
ihe best Namco PlaySiation miro I 
nerve wwkmfi garneplay and a 
genuinely frightening atmosphere. 
EO deserves a place in every 
Saturn owners sol r ware library, [ 
have 10 admit I was less ihan 
impressed with WARPs previous 
elforr. the shghilv predictable hor 
ror lesi. D. but found its successor 
ro be an intriguing, miensivt and 
downright scary experience? 
Surely the ultimate rest ol any 
book mo«e or video game is its 
ability to induce genuine emotion 
in a person and if thats the case 
then EO succeeds as not just a 
classic Sarurn tnle but also a 
unique piece ol inleracrwe enter 
tammenr. 



I can suspend my M/m 
normal prejudice mEf^f tf^B 

Enemy Zero. Every 
raster I've had ol lie 
this game made M uUS 
my number one 

import priority and the final prod 
ucl doesn't disappoint, "The reali 
sarion ot ihe AK1 us crew and 
Laura is stunning, lakmg rendered 
sequences ro a new level There 
are several hours ot story here 
with quile brilliant use of camera 
angles, lighting and dramatic ten 
sion to plunge the placer mrc 0 
genuinely scary environment 
Inevitably, comparisons must be 
made with WAEPs firsi game, 0. 
although £0 is mlmnely superior 
and that's not only down 10 size 
I EO is effectively twice the size L 
The inclusion ol other characters, 
and the introduction of a realtime 
threat takes away that element of 
solve one pui£le: move onto the 
nexi ]t won r rake ihai long 10 
compleie. and it won'i win over 
those who despise this sort of 
game, but it gripped me by ihe 
ihroar for a week and rhar's rec 
omrnendation enough 



sc 



GRAPHICS 



fli) ot ilu- 
game is ren 
dried BcauiilulK The i>resen union 
using Duck Motion compression is 
, reasonably competent The corndor 
sec nons use impressive 
realtime ID bur we 
never quite glimpse 
ihose creatures. 



SOUND 




The score is 

- WOTtlTV Ol 

compose* Michael Nynijn discreet 
but menacniR m the background. 
The el fee is are pure sci h lhe 
c I if ks and beeps of anv self respect 
^pace fieighier. 



PLAYABILITY 




Early on 
ihe pal 

ilev are simple and fraiityin^. Later 
rlu 1 ^n i ic rvie pi or 01 vnia red. 
The language Lurrier 
deprives sou ol some 
ol rhe slot* 



LASTABILITY 



li h is been made re make EO bsr bur 
inevir abrv ibis son ol ^ame is a 
short hvect kixurv. Every minute, 
though, is quahn lime. 






Eighteen months after the release of 
BUG! the inevitable sequel emerges 
with yet more of that hilarious 
American sitcom style of humour (ie, 
we Brits won't find it funny L 




Way back when the Saturn was first launched, new fames didn't tend to 
come along that Qften and good pmes even less frequently. So when 

8UGI arrived It received rave reviews and as such was a commercial success. With lt p s colourful graphics 
and sem-h 3D game play It was considered a true next generation platformer. But looking back at it now, we 
realise It wasn't actually that great, In hindsight we can see the game tor what tt was. an above average 
platformer with a few shortcomings notably the rock-hard difficulty level and fihe high frustration factor. A 
sequel was Inevitable and sure enough BUG TOO I h*s arrived with the promise that the flaws of It's predecessor have been rectified, 





IT S 30 YOU SEC 




BUG TOO! is quite a departure from traditional platformer* in 
that it deviates from the fried and tested run- from-left -to-right 
formula by adding a third dimension. This gives the game an 
extra depth element first pioneered in BUG? The 3D settings also 
enab.e players to guide their insect heroes into and out of the 
screen making each level as deep as it is wide. The problem 
though, lies in judging distances making jumping across huge 
drops very risky, a badly judged Jump will almost certainly result 
In a hideous and undignified death. However, it's important not 
to get this 3D element confused with that seen In the likes of 
Tomb Raider. In BUG TOO! the third dimension is incorporated fin 
a very linear fashFon with players enjoying none of the freedom 
of movement found in the aforementioned games. 



STARS Ilf THE MAKING 



a hero, it's one of those unwritten rules of video gaming. Bui 
wllh giving us just one hero, the Sega Away Team have seen fit to 
5 1 total of three to choose from. Each has their own strengths and 
knesses as well m separate items to collet 1. All the charat 
have a new 'run' move which helps speed up ihe action. 
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TO BE THXd GOOD 
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There are only six. levels In BUG 
TOO! but each stage stretches as 
far back as It does width ways, and 
with multiple routes, you begin to 
appreciate just bow huge these 
Levels rcvrily are, They're massive 
and they're not all easy either, oh 
no* in fact they're bloody difficult 
with a lot more emphasis on puz- 
zle-solving than in most platform- 
ers. Continuing the movie theme, 
each of the levels is a spoof of a 
famous film> here*s a quick look at 
some of [hem: 



WWII DCAD 




BONUS SUB GAME* 

Some Of the best sections in BUG! 
were undoubtedly the cool bonus 
stages which Involved anything 
from collecting falling Oscars 
to racing against Sonic him- 
self, Weil. Sega 1 * Away Team 
have obviously recognised 
the appeal of these stages 
and have seen fit to expand 
upon them exponentially for the 
sequel. At the last count there 
were at least 24 bonus sub- 
games accessible by finishing each 
stag* of the game with over 
100 crystals, it's astonishing 
4 M to discover the vast amount and variety of the sub- 
* games they've included, Some of" them may seem 
familiar to BUG! fans whereas others are completely new. 
There's even an enhanced version or the arcade classic 
Q*Bert which looks excellent. Successful completion of 
these games results in BUG! being rewarded with an 
extra life or a much needed continue. 




Exactly the same as the Oscar drop in 
the original BUGI All you have to do Is 
collect the falling Oscars and avoid the 
potentially life threatening obfects. Stay 
alive for as long as possible arid recieve 
a bewy of extra lives and continues, 




a*BERT 

Thafs right, there's even a version of the 
arcade classic Q*Bert that's been given the 
BUG! treatment. You must avoid the balls 
descending down the sides of the pyramid 
whilst attempting to collect the Oscars. 




BUG TOON* a 

improving on the 
%D lorrnula of 

ihe original yet ar ^^T_l^^ 
the Mrne lime suf ~ — " 
lennfi from the LEiE 
wmr shortcoming, 
The graphics Are now much 
improved and the snail paced 
speed ol (he lasi game hai been 
picked up with a nifry new run 
move. Add lo this iwo new char 
aciefs and an essential two play 
er mode and whai you have is a 
very fine platlormer indeed. 
However rhe absurdly tough dif 
fliculty level * of I putting to say 
the least and will no doubt lead 
to frustration for many novices, 
Veieraos of the ordinal game 
will definitely love the sequel as 
Its basically much more ol the 
same wiih si* huge stages pro 
vrding a very lengthy challenge 
moeed. Those hoping for some 
major gaming revelation in BUG 
TOO! will be disappeared 
though as what you see is ba*i 
tally what you get. 



I'm afraid my k 
memories tif MimjJy! I 
BUG! aren t par HflRJT 

favourable Okay ^w// 
so n was the 

Saturmhrst ID MflTT 
plalformer lemon. 
Clockwork Knight was never 
more than a 2D side scrolling 
game) bui that hilarious 
American humour was annoying 
level designs were incredibly Jin 
ear and Saturn owners only 
bought it becairse rhey were 
tired ol waiting for a 12 bit 
Sonic rule. So u was wiih Irepi 
donon rhjr I approached BUG 
TOO] Sequds ore usually 
watered down imi radons ol the 
ordinal product at ihe best of 
times so would Sega s Away 
Team have wasted ihen develop 
ment lime? Fortunately BU& 
TOO! is a surprisingly enfoyable 
perform romp that manages to 
rweak Itie imperfections of rhe 
previous game and adds enough 
tongue in cheek elements 
I Superf ly is cool, man \ to 
encourage repeated arrempts. 
Although I'm si ill slicking wiih 
Sonne JD as my lavounte Saium 
pbrtormer there s no denying 
ihai old green genes snll has 
whai it takes. 



The repeiirivp 
voire samples 
wiih cheesy American sitcom s#jrle 
hmimur ni.ikf ,1 mo',1 iiriwekrnm 
rrrurn The carroon slyie '.mind 
effects are spot on though and ihe 
m^ame tunes areni 
too bad en her. 



HUC, 100! 
is instant 
ly playahh with a simple enough 
flame eoncrpi hur ihr diflicuiiy set 
nny i'. way ioo harcf *huh tar many 
will lead to frustration 
and boredom. 
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INSTABILITY 



Thr 

lough 

Earneplay will provide a IrnRlhy 
challenge add ro rhis iwo new char 

aCierS. plus a two playr-r ri»0-|r . jr>rj 

load r i of bonus stages 
and what you have is 
,i fume ih.ir mII rakf 
you a^es io complete. 
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overall 



Although flawed BUG TOft it still 
possibly the best 3D pbtformer on 
the Saturn 
to date 
Definitely 
grves Sonic 
ID a run 
for Mi 
money, 
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e*ma Style 



uf Inl f roc tiv e 
Dyt Wow EBB f 3? fl 
Shoot- >rn-up 
pan 1 ^| L»nlt#ljf? m Pbfflis | 
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Doom is the game that kick started a 
whole genre. Doom is the game that sold a 
hell of a lof of PCs. Doom is the game that 
simply WILL NOT DIE 



Cflilral 



fl CCfwvfr^wn a1 id s ^rrvnol 
I ft J PC dossic. 



Now It's finally time for Doom on the Saturn, proving beyond a shadow of a 
doubt that, even after three years, the game Is still very much In demand. For 
those of you whoVe never played Doom, we now present the Spacetorps 
InfoDump™ (Short Form). You play 'the hero\ a nameless Marine who Is part 
of a team sent to Investigate strange reports on Phobos, one of Mars* two 

moons. The rest of the team get mercilessly slaughtered wtthln five 
minutes (as per usual), so it's up to you to Investigate on your own. 

Armed only with a pistol, and accompanied by strange alien sounds you venture deep Into the shadows of the 
deserted Martian spaceport If you were any less of a man you'd be halfway to Jupiter by now. but you're a 
badass Marine, so It's payback time. 
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QFEERSUM ENDllNN) 



Compared to the silky smooth shoot -'em- up action of Exhumed, the ven- 
erable old Doom 3D engine may appear to be a bit creaky. For a start it's 
bot possible to look up and down.-and there are no rooms located above 
other rooms, but you have to remember that when the game was first 
released in 1993 It was still light years ahead of Its rivals. Clever use of 
light and dark, detailed textures and atmospheric sound effects made 
Doom one of the most pant wettingly tense games ever. Doom's semi 
successor. Hexen, adds the ability to look up and down, plus, an innova- 
tive level structure that shows there's still life in the old engine, id soft- 
ware, Doom's original creators, nave- since sone an to produce Quake, 
which is the current multi-player extravaganza in the realm of 3D shoot- 
'em-ups. it's as good now as Doom was three years ago, and there's even 
a Saturn version on the way too! 
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NANAlOCUl PAS 



PC Doom ctjukf largely be con 
trolled with the motive, which 
H. ivf a kind of analogue control, 
^ thr faster you mowtl irm 
mouse, the fa^le* you mowd in 
ihe game. Although develops 1 
Rue;*. 1 promised supped for tlie 

analogue pad in Sal urn Doom 
^r^, indeed it wis ;irt>sen| in ear 
tier versions of the g>irne)„ this 
o pi ion is mysteriously lacking in tbv 
finished gankf. Duh! 




Hmm, which door to toko? No doubt both 
hav* torn* big scary mon*t«rj behind 
tb*m. Ah w«lC such it Ufa*. 



A vef itabie trucklood of imps eat buckshot 
at H our hero" unloads hit fruity shotgun 
Into th*tf torry backsid#i. 




THY PUSH CONSUMED 



I I Over the last three years nurrtprousver 

ij s^ 1 ' 1 . sions of Doom have been rehvised on *T 

PC, PlayStation. Jaguar. jjX. and even > 

the SNES- Saturn Doom contains ^ lev- 
j els taken from the 'U It i male' package 

vliMsed on PC and PlayStation. In ' 
^"^^^ essence it contains .ill thnx ep^odes 

from the first Doom, plus an extra episode, plus Doom plus new hidden levels, fNs moans 
that all in alt there are nearly sixty levels of goio soaked violence lo wade rhiou^li, and will* 
tuur diffkultv filings thjt tould lake some lime. 
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BLOWtMAWAY ) 

Although you stan with just a pistol and your fists 
there are eight other weapons to pick up in Doom 
You won't necessarily get them m |hrs order 
though, as the rocket launcher can be found on 
the very first level of Doom ari 



F/STS 

When you run out of ammo, 
, players have lo re$on to their 

bane knuckles. Pre k ap the 
' beserker pack though, and your 

punch takes ,vi -h.- ivuer or .1 

racket launcher at close range! 

CHAINS* W 

The most not one us weapon in 
the garne k the C hainsaw doesn't 
do muLh damage and obviously 
has zero range, but .ooks < oo« 
when slicing through bad guvs. 

pis tol 

The standard de'au I : weapon 
ihjf you begin the game wil-\ 
the pislo! is good for taking out 
for rit 1 1 hunani* butnoi much 
else, It uses the same ammo as 
I he ^ hain^un, 

■ SHOTGUN 

The weapon of champions. You 
weren't considered a n.isiy- 
PC Doom unless you've played 
witu a mouse and the Shotgun. 
It's rhe pe 1 leer weapon foi si lip- 
id g a nd can takt down an 1 in p 
wth one shot. 

SUP£ ft SHOTGUN 

Introduced roi ppnm tn* 1 
Super Shotgun is a tv, "n- 
ba relied beast that levels 
crowds Of lorpin,-' humans with 
ease. Slight OawbaLkS are a 
long reload I 'me an.i an 
unhealthy appelite lor shells. 

CHAINGUN 

tssentialiy a -ax-bar relied rapFd 
firing niimgun, and just like the 
gun Blaine had in Predator, the 
Chamgun rips through most 
Foes with ease, It shares ammo 
with the pislol, so but lets are 
not hard to find. 

BOCKtT LAUNCH fit 

This ,3 powerful weapon :l\u 
leaves weaker enemies as piles 
of bhw: and gibk 1 s. Be careful 
how you tire it though, as play- 
ers can olten get caught in the 
fatal blast themselves. 

PLASMA CANNON 

The fastest firing weapon, and 
probably a contender for coolest 
look rig as well, the Plasma 
Cannon fires a stream of blue 
eli- arii .loath at lurking adver- 
sa irs Mmned handy* if you 
Ltin find the ammo. 

Bf C 9000 

J his is 1 he big one, The BF6 fires 
40 plasma celts at once and 
takes a Loupte of seconds lo 
charge up. But ifs worth the 
wait as it will level just about 
anything, lust don't go asking 
what BIG stands lor. 




scores 



1 1 took*, ok.iy 
When ii > ik>i 
moving lhal is, Some of the kevr h 
km- Ijit-fii simplified ticnn Ihe PC 
vrr'.mn jar I ihr p;.inif* runs so <>k>w 
ly rkir your eyes start ro 
sulfer alter J lew 



SOUND 



I In- >: j 1 1 1 v 

ii cjfrinnif!; 

quality ol rlw game. The sound 
effects survive ihe transition to ihe 
Sjltirii i nl.nl jncl rln- iimisjh is j% 

lIl MU' -|)|HTK .IS i'Vt'l 



PLAYABIUTY 





II., 

whole 

ir.jsun llkC original Doom wjs £i l\M 
was due H ihe smooih Huid |mif 
pljy Tfuts lorjllv our of the window 
wilh l fir Saturn vfr 
sion. Ir s so slow and 
1 1 rkv rli.ki pi^iy^bil 
il- nu.mu . ir- I.. I 



LASTABILITY 




60 odd 
levels 

should las* you lor a^ev However 
pin- slow, ill own out naluie ol ihe 
^.imeplay means ifl.ll il you re noi 
lt d up Willi ir within 
an Iwur. you II proba 
foU bf fcrimfl physi 
cully suk \ooit aflri. 



[ fin not quire sure J 
whai &T n playing Mi \ 
ai but seeing ih* 1 ^Dfll M 

conversion' ol yJE^L ^ 
Doom was a real / 
shock for me All ^OO^ 

ihe classic placability VE 
and atmosphere of 
ihe PC original has been ruined 
by (he simple fact ihai the game 
is so incredibly ierkv, The level 
designs have been compromised 
I admiiredly they were in the PSX 
wersKsn, bur ihafs no excuse I - 
and even ihe earfy levels suffer 
from appalling slow down. Look 
at the fast, true ID. hghr soorced 
world created in Exhumed, then 
look a* ihe slow |erky. blacky. 
?,SD world ki Doom {actually 
don 1 bor her just take our word 
lor it I . and I think youll agree 
rhere's no conies^ Saturn Doom is 
a travesty, and GT musi know ir* 
Releasing this was a crime, 



comm 

Saium Doom is 
Sh,.. we can t fin 
ish ihts word in a 
family mag but it 
rhymes with 



DEMON 



i beasts thai inn up and e 
r Shotgun blast takes w m 



SPECTRl 



d give you^i good chewing, 
ern down. 

n the Pi version Ihey looke 



ust likp .1 demon, but invisible. In the Pi version 1hey looked 
ike PredaJOfS* but here rhev resemble pink m'i 1 uir.miv 



ming skulls thai have .1 teiwienf y (0 ttf a1 hifth 
ar Shi 1 1. ? ; Lin tan handle these suys. 



t spit plasma balls at 



PaiN iLEMfNTJltJ 

brown, oW-e¥w)Cacodenion that fires 1 osl *5uuK in v^hji 
geivr.il direction, impts in a shower 0* Souls when killed. 

A laige p\lv Q^ blubber with unphruYcf flam* thrower A riglil 
lv.mii hi (lie wor ■ ; 1 1 L 1 1 h^ f s v^u haw ihe. Pki^-rna ^ . ■■ i-n 1. 




ihan PSX Ooorrt it's GUS 
worse 1 ban Jaguar 
Doom H| worse than SNES 
Doom for chrissake? The update 
is slow and jerky, the resolution 
poor. Thete two factors conspire 
to ruin the game and. almosr as 
important, make the player (eel 
he has bought mio something 
that s shoddy and nasry. when 
there was no need for ihings to 
be ihrs bad. The coup de trace 
is rhai GT shovelled ihis oui pre 
Chrrsimas withoui passmg out 
reviewable copies instead of 
doing ihe decent thing and can 
ning the project - or sending it 
back for another si* months 
I anything but rhisK Some 
reviewers evidently don l agree 
with me. But nor any worth lis 
renmg 10, 



overa 




bs not wy of 
far as to sjf m 4 
bui m 

Doom's case 
well gSadly 
make an 
©ecepfvorv 



1 40 so 
garneT 
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fltVf NANT J 

HilInius -iktfltJE.il waruor-i 
Rk .ilh/ afii\L]i/ing as the ok) 

itlMlT 

ARACHNOTRON 



I Lwm homily'. MHSMles. 
wsnH sef*m to wurk lki 




tittle brother of the iltisent Spitfei Mas^iinind. the Araifinntrou 
firei ttipkj pLtsm.i bui>ls and generally, gels an ymn nerves. 

I nnktv like a biij foal hut liiel green enerfy bolts. Frustrating ai 
InM but find Ihr rifhl u.itletn <w\d they're to^sl. 

BARON Of HiLt^ 

Thu* HiHUinishi's btj- hi m her. Can withstand quite a few rocket 

lautuhet hits before i 4 \pi ring. 



CYBIRDiMON 



The biggest and baddest bnid guv- r h -veihanised demon is 
armed with a missile Liuficher and he ain't afraid to use it. 
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Can it be? After two years of anxious wait 
ing, has Sega finally delivered the killer 32 
bit Sonic title we ve all been waiting for? 



Corir* 



MAKING MOVIES 

Kicking off the graphical 'lick of 
paint" is a fabulous rendered intro 
sequence which sees Sonic blast- 
ing through the Greer Grove 
Zone* dodging obstacles and 
smashing into Badniks in order to 
rescue his furry friends from ihe 
clutches of the fiendish Or. 
Robolnik. As with Virlua Cop 2, 
Sega has utilised ihe silky smooth 
True Motion program to animate 
Sonic ironing al full tilt 



V 



Well, not quite. You see Sega has been 
attempting to transfer its multi-million 
selling mammalian mascot to the 
Saturn for a while now and* apart from 
minor cameos in the likes of BUG I and 
Christmas NIGHTS, Sonic is still seen as 
a reminder of simpler ifi bit days. With 
Sonic Extreme being canned last year, 

Sep has Instead opted to upgrade its last major Megadrlve hit p Sonic gD, with the 
bonus of exclusive Yuji Naka crafted Special Stages. The result Is a kaleidoscopic 
isometric platform adventure that combines the classic appeal of the original 
games with some clever next generation touches. 




HOW TO PLAY... 



Unlike previous Sonic outings, where 
the object was simply to make it safely 
to the finish Line in one piece, playing 
Sonic 3D requires mastering a new disci 
pline. For starters, the layout of each 
level often results in players retracing 
their steps in an effort to locate certain 
items and Flickies. These cute fluffy fel- 
las are peaceful denizens of Moebius 
transformed by Robotnik into mindless 
mechanical drones. By smashing into 
these Badniks and then collecting the 
liberated Ricky, Sonic is able to drop 
them off into teleporter rings Located at 
Hl various points throughout each stage, 
K Depositing all five Flickies into the 
m id -level a nd end-oMeveL ri ngs 
Lff transports Sonic further into 
V the stage. 






+ 1 



em; : 




WASTER OF DISASTER 



Souk's eternal 
nasty nemesis, das- 
tardly Or. Robotnik, 
is back once more in 
Sonic 3D and this 
time he's created 
even deadlier 
destructive devices. 
Following the suc- 
cessful completion 
□F both sections in each stage, players will face 
the mechanised might of yet another cunning 
construct. Robotnik will appear in his protective, 
armoured sphere and 
then attach himself to a 
lethal machine. There's 
always a pattern for 
defeating each end -o^ 
level creation but doing 
so may cost Sonic pre- 
cious rings. Roughly a 
dozen hits are usually 

all that's required to finish off this moustachioed 
menace. Try some of your own medicine Doc f The 
bottom right picture shows Robot nik's true men- 
ate if you finish the game with all the Emeralds.. 



BONUS STAGE BONANZA! 



Similar in design and layout to the 
ground-breaking 3D bonus levels in 
Sonic 2> the spiralling secret stages of 
Sonic 3D on Saturn provide players 
with their firsi hands on experience of 
controlling a fully polygonised version 
of our spiky hero. The dim in each 
bonus stage is lo guide Sonic through 
seven twisting, looping tubes and col- 
lect a set number of golden rings in 
order to obtain a precious Chaos 
Emerald. With these powerful gerns in 
his possession, Robotnik will become a 
*"orce to be reckoned wilh and not even 
Sonic will be able to stop himl 
Progression through each lube is made 
Tougher thanks la spiked mines scat- 
tered throughout, with later stages 
becoming virtual dealh traps. 
Fortunately Sonic is capable of either 
leaping over these hazards or. thanks 
to his own inertia, is able to avoid hit- 
ting the mines by looping over them 
and running along the ceiling, However, 
unlike in the Sonic 2 bonus stages, our 
hero is unable to spin into the spiked 
traps to disable them. Hitting a mine 
will seriously drain Sonic'* Supply of 
golden rings thereby hampering his 
chances of grasping those eiusive 
Emeralds. Collect ail seven and youll 
be treated to another end sequence. 
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SONIC 3D WORLD TOUR 



Although there's 
nothing dramati- 
cally innovative 
about the level 
designs Featured in 
Sonic 3D (Hey, who 
wasn't expecting a 
grassy first stage 
or even the obliga- 
tory ice zone?) k ttie unique isometric playing 
angle often objures hidden Hems or secret 
passages requiring player to do a little more 
legwork. Let s take a quick look at each zone 
and the obstacles that await Sonic. 



GREEN GROVE 



RUSTY RAIN 




VOLCANO VALLEY 



r 



D 



fc v 1 1 rig.., etc. 

Ahem. Yes, quite. 
J The Volcano 
Valley Zone is just 
too damn hot on a poor hedge- 
hog's teet as it's simply swimming 
With molten magma requiring pLiy 
ers to locale a special flame resis- 
tant heat shield. Smash open floor 
tiles to reveal cunningly concealed 
shortcuts which often offer access 
to secret Items, 



m 21 




As wi lh E he first §1 age a f | ^| 

any Sonic title, this level at 1 1 | A3 

gives playe rs t he □ p por 1 

tunity to dash around a fairly barren backdrop and test out Some s amu 

ties. Cracking open Badnik armour is the First 
— challenge and locating Knuckles and Tails pro 
vides access to the very first bonus level. 




SPRING STADIUM 



To describe Spring Stadium Bi ^ ^ m 

Zone as annoying is some- Aft 1 

thing of an understatement 

Bumpers, springs and hidden spike traps conspire to prevent Some from 
reaching his goal safely. You'll lose rings and rescued Flickies If you re not 

* M careful. Locating Tails and 

LiarP cc t " » 1 Knuckles also becomes trickier. 




DIAMOND DUST 



T IBT~ 
I "U 

lis on I 

the A 



Sonk pulls, his thermals on I | ^™ 

for a journey through the A I [ 

frozen waste$ of the 
Oiamond Dust Zone . Players will have to contend with deadly ice blasts, 
razor sharp icicles, killer snowmen and frost covered traps, 







GENE GADGET 



The penullimate ?one I ^ 

rnighl be a fantastic ride | ' 

if ir wasn't so deadly! 
Giant fans launch Sonic high into the air, automated lasers track his 
ever movement and electric shock panels will drain his rings. Forget 
tactics, just blast through this stage as quickly as possible. 



PANIC PUPPET 

The end is nearly in si| 
for our heroic omnivon 



The end is nearly in sigh! ■■ 
for our hefoic omnivon? , * 
Throw switches to acti 
vate conveyor belts, liberate Flickies frorn 
containment cylinders, dodge proximity 
mines and avoid losing too many lives, Keep 
an eye on the map screen to chart your 
progress and you should make il through (his 
stage in one piece. Players will now face the 
BddniK buSb himself, Dr. Robolnik! 



THE END...0R IS IT? 



Although t npleting Sonic 3D takes orly a few 
hours (for us rwd*ned gamversthat is) players 
wifcl only be treated to the first of two rendered 
end sequences, *Virh tfubuin- afld his 

Flicky tr lends fmed, - in it can on ■ again han^ u| 
his red boots secure ■ • m a. i dgethat 
Mobius s safe oive mote. However, . the evF 1 Uoc 
still has the Chaos Emeralds in his possession. 6y 
fomplet r u, .1 1 * Sewn boni.s stages and THfcN fin- 
ishing the $tme. players will be treaty to the full 
ending i llusively revealed here in air Its gtmv. 




□ 





Sonic 3D was a JF b^^m 
gre a 1 - jK^P^Jk 
ward lor the f ^ 
Mega drive, as ir lv JBF_ w 

offered ren 
dered graphics 

previously STEVE 
rhought impos 
sible on a 16 

bit machine and certainly gave 
ihe overruled SNES Donke\ 
Kong series a good run lor its 
money. Aiicr rhe tanning ol 
Sonic Extreme lay year, 11 
seemed as though we'd have a 
while to wail for our first Saturn 
Some fcarw unnl Sega 
announced I hat Some ID would 
be convened directly to ihe 
Saturn. However, aside from 
enhanced graphics and nifty 
weaiher el fee is ihe guts ol 
Saturn Sonic ID are identical 10 
the Megadnve game, which real 
ly ps a disappointment The new 
bonus srages. however, are |ust 
OS you'd imagine a Sonic game 
on ihe Sa.ru m ip be. The mam 
problem I have with Some ID. 
and this applies 10 ihe 
Megadrwe version as well is ihai 
Sonic was always |ust a fast hn 
ear game, and rhe mechanics of 
Sonic 3D have slowed ihe acnon 
down ro a point where u s |usi 
no l Son if anymore. 



The Samrn ver ^ 
sion of Sonic ID m i^^> B 
has been ihe lUnKjfl 
subject ol much £^ 
conjecrure X j^y^^ X 

amongsi the HEAN 

MACHINES siaf I ot HflTT 
laie. Some of us 
think 1 hat u s an unexciting i 6 
bir oflenng while the rest of us 
seem more than happy wirh 
Sonic s first Satum appearance. 
Now I happen 10 belong ro The 
latter group of individuals 
who've not only played and 
enjoyed ihe spiky ones frry 12 
bii outing bur also regard Some 
ID as a thoroughly enjoyable 
platform game. Okay, so us not 
the amazing breakthrough title 
rhat Sega has been hi ruing at ror 
years bui so what? Son*c 3D still 
rerams that classic feel by com 
bimng speed, cunning level 
designs and bonus levels rhat 
nave to be played 10 be beloved. 
Thanks io Yu|i Nakas carefully 
crafted Emerald Stages ihe 
entire office has once again 
become excited at the prospeci 
ol an original Saturn Sonic game 
the likes ol which should see the 
liflhi and set new siandards, 
later ifus year. Until then give 
Sonic 3D a spin, the little blue 
fella won 1 lei ya down! 
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GRAPHICS 



Enhanced 
Megadnve 

visual wi |r i ■ • i' ■ i- j-^iound jn 
manon textured surfaces and a 
more polished feel. The 3D bonu^ 
stages will blow you 
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SOUND 




Gone are 



■hose anno* 
mg 16 bit runes 10 be replaced by 
some amazing hjnr- nies including 
nardcore jungle music and CD 
si reamed sound effects 



PLAYABIUTY 



unce you 
get used 
to the unfamiliar playing angle. 
Some 3D handles superbly. The extra 
strategy elemeni provided by the col 
leciton of Flickies adds 
ro ihe games depth 



INSTABILITY 



take players that long 10 complete 
the seven srandard stages bur 
obtaining all seven Chaos Emeralds 
will resi even seasoned 
gamers 10 rheir limns, 





An tmpfwive MO update with 
added bonus of Sonic Team cm 
ed secret 



music and 
cool ten 
tiered 
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Searcher 




Stia 






fen Stye 


Rocing 
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imn 1 1 






Joypod 




Futuristic rocpr m develop- 
ment for a TINE. 
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Whatever the inconveniences of Post 
apocalyptic urban wastelands, they 
sure are a lot of fun. The rapscallions 
of Scorcher have turned them into a 
series of interesting race tracks. 
Almost makes all that radiation sick 
ness worthwhile. 
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Quite what goes on at Scavenger, 
the strange game developer. Is a 
mystery, but ft can't be the pro 

gramrnlng of Scorcher for most of the time. This game is so overdue it looked like giving 
Heart of Darkness a run for its money (but really, that would be silly). Originally planned for 
the 32X, then not-so swiftly adapted for Saturn, only Scavenger could decide racing In giant 
wireframe spheres across rubble-strewn landscapes would work. Quite why and how this 
pursuit evolved is not elaborated to within the game. You Just Jump into your big metal mar- 
ble and set off to beat your other post-apocalyptic opponents. 



LAP %/4 PCM 1^4 
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At First Scorcher strikes you as 
a future-racer in a similar vein 
as Psygnosis* Wipeout, but it's 
a, good deal more subtle than 
that. Actually, it's the closest 
thing to an amalgam between a 
driving game and a platform 
game that we've ever played. 
The driving part involves stay- 
ing dh the wild curved courses* mastering breakneck speeds and 
beating the three other competitors [although ultimately, it's the 
clock you're racing against for promotion}, The platform side cen- 
tres around the inclusion of a jump button which enables players 
to avoid track-based hazards. The driving surface of each of the 
circuits is not complete by any manner of means. Obstacles range 
from immovable debris to emergency barriers which may be 
smashed, but slow you down. On raised courses, there are plenty 
of opportunities to fall through the floor, removing you from the 
race for vital seconds. The key to scorching through Scorcher is 
learning the layouts and leaping across all impediments, Sonic- 
style. Once youVe sussed out each track you'll have no hassle. 



a Irkky loo 
hop onto o 



I The first real iesi of your 
QC jumping abilities This is 
— ^ ^ ^ an incluslridl section 

where falling in lu green 
sun St' is all too easy, 
H There are some bendy 
■^^^^^ tunnels to negotiate, (hen 
p where some skill is required. Finally, a 
narrow curving run to the finish. 



i* ^1 A course the unini- 

rC r i. 11 P<l will stumble 
• JC their way through, 
h. * *^ but the Speeds pos- 
fifffif tfMt can tax even 

expert payers- 
- ■ 11 1 Theresa banked 

booster pad almost immediately, leading to a 
tunnel. Enjoy I he rollercoasfer,, bul only the 
Foolhardy don't 

apply the brakes. ^ ^(j^ ng 
Next are a series of Mk - J J 

ramp and hole clus- |f| Ik - J 

Lett where you , 
need to apply a pre 
else route. 



fUJ^Tff 1 - J Now you see 

L engine tan really 

heats up and 
I takes lo ihe 

remains of crum- 
bling elevated highways and inlerthanges. 
The course rises and ptu rnrners without 
warning, and turns are sharper than before. 
The wid er t rack areas # ^ ■ 
give you more freedom Pj"" 
to plan routes, bul the 
gaps in the floor have 

now become chasms in I 

the concrete. 



rns are sharper than before, 
areas i ■ ■ 

ecdqm ' f\*} 
withe , y £ \ 
r have 

isms in I 
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Storther 



TH€ NGGD FOR 



The innovative approach to 
accelerating and control is 
an example of Scavenger's 
emphasis on game physics 
and mechanics. Your 'mar- 
ble' has a standard accel- 
erator control but it quick- 
ly reaches its maw muni speed. However, you can 
increase It by using speed boosts. Theie are picked 
up from the course in the Form of green pods. Now 
normally, using speed boosts in a game would 
increase your speed temporarily. But In Scorcher, 
you retain that boosted speed until you collide suffi- 
ciently hard enough with an obs'acle or racer to lose 
it. This makes the use of boosters much more strate- 
gic and it increases the 
challenge of the game 
proportionately with 
your ability. The second 
form of boosting 
involves pads which 
activate a temporary 
trail of chevrons provid- 
ing a sudden burst of speed, These offer a great 
advantage, but the craft becomes almost uncontrol- 
lably fast. As you learn the tracks and attain more 
boosters, your overall speed becomes much higher, 
and the test of your reflexes is greater The craft will 
bounce off objects differently depending on speed, 
forcing you to construct new strategies for each 
course as you get fasten 







EXTRA 


TIME 







Slightly more 
involved, this is a 
course with a few 
bends flanked hy 
pylons. There's a 
brief taste of twist 
ing tunnel racing 
where ihe marble 
rolls through a 
cylindrical section. 
There's also some 
slalom sections at the beginning and two tricky 
ghs directly after, lumping these will give you an 
edge over the field, which is slowed by them. This 
course will take some time to master. 



com 



ment Icomment 

J m. * r-L .11 .« **P*tj.**.. E MB k 



There comes a A AjW k 
point in the / J jf_ - \ 

development ol B^HRH 

any video game- Tjff* 7 
when the public 
becomes impaneni 
and resi less unless STE VE 
rhe goods are forth 
coming. Tinker with a utle tor 
roo long or push back a release 
dare roo ohen ond fickfe console 
owners will soon nre ol consraur 
magazine updates and previews. 
Take Hearr of Darkness tor 
example. Will it ever appear and 
when m does won r n have been 
hyped io heM unable 10 live up 
ro irs high e*peciations? 
Although not exactry in ihe same 
league as H.O.D. Scavenger's 
apocalyptic racer Scorcher has 
oho been iroubled by various 
developmenr delays. We've been 
itching io get our grubby muts 
on the finished game for some 
nmp now and rhanklully rhe fin 
■shed product u as polished as 
we expected Wipeour may rhmk 
n has me futurislic racing mar 
kei all sewn up bur wirh irs own 
unique rni* of warped tracks 
breakneck speeds and kickio 
t^hno rune^ Scorcher looks ser 
10 overtake us nearest opposi 
tion. However ihe tack of a two 
player mode is a major disap 
pointmenr and will hamper 
Scorchers long term appeal. As it 
stands rhough, the one player 
game is fasr. funous and so m 
your face you II soon lorgive 
Scorchers muial shortcomings. 



]n oil i rs- previous J^B|[ 

half baked terms ^HSi \ 

Scorcher wars ^Ey $53? 

nothing special. ^jjr 
Bur a weekend ■ ■ C 

Spent with the final ll U S 
producr jrd h sud 
denly all clicked. This is a cool 
gome. no1 just a poor relation of 
Wipeour. Part of ihe coolness is 
rhe kind of speeds that <an be 
reoched. ond rhe other side io h 
is rhe subrlety of me control, At 
first you re everywhere. ?our cufl 
dropping down every possible 
hole m the scenery, Pur lomr 
eflort mio learning ihe course 
and you re weaving across ihem. 
In lum, you go faster and sud 
denly ihe ball rides rhe irack dit 
lerently and you rteed ro adfusr 
The nunuiiae of this makes play 
ing Daytona look like cruising. 
While I get all ihis. I concede 
thar Scorchers gloomy look is a 
bir undisMtiguished. The ID is 
lasi it was used as a showcase 
lor the Solum bul some of ihe 
clipping is poor and ihe scenery 
gets a bn sarney Also there s 
some bad slowdown when all 
four racers are on screen. The 
music deserves a mem ion Je<>syp 
Kidds excellent irademark ieth 
no. Wiih us dinner lack ol 
o pi ions I no 2 player model 
Scorcher tun her leis uself down 
bui lor commuted racers bored 
oMhe same old ihmg. here's 
sometbin£ even mgre disrmcrive 
rhan Wipeour. 
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GRAPHICS 



Uhra moody, 
m irue 

Scmnger nvode. The ^0 is occa 
sioivilly glilchy. but ihe game mns 
like on absolute rocker Later cours 

OS roll ond piuminrr in 
,i 1. 1 lining, bul impres j 
sive L^shion. 




SOUND 



.Six techno 
cuts yom 
(jnir rated in real rime on thr 
Sorunis sound chip. A couple ote 
Qiif-.roiidiii^ and the remainder at 
least copiure ihe arniosphete 
Flayed wiihour music 
ihe sound ellecis ore 
suffKienr. 
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Plovers 
can 11 ii 



PAYABILITY 



Nolly retotl at the apparent lack ol 
depth and rhe sropsion i^rure ol 
couise rhrrr onward Learning the 
^an>e and netting us 
feel is essenliol to , 
seeing rhe pomt of 
Sfarc her. 



LASTABILITY 



hove lei i heir piokhi down by a lack 
of suppQrii«|t nations. The courses 
are more dithculi to master ihan 
mosr roce i racks hur 
thosniK r ii in", i In- 
only lon^ term option 
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Super Puzilr Fighter II % ! 

Put Now IBM TBfl 
Stroteqy/flcTion 

Joypod 

B StrfM h^htvr tlirrne^ 



4g£ It would appear that Capcom reckons you 
can never have too many Street Fighters. 





After all there are two new arcade games, Street W r £ ^ <£5 n * ^ 
Street Fighter III, In development, and also rumours are drafting of an 
iSoJ/Xniure game based on the antics of the World I Warriors .5c -while 
Sum owners watt for the arrival of X Men Vs Street Fighter later this year, 
what could be better than yet another Street Fighter game to nil 
the gap? Except that this time, the carefully honed one-on- 
one beat-'em-up action goes right out the window as the 
SF band team up with Capcom's other creations, the 
Darkstalkers, in a peculiar puzzle fight to the death. 



— mwm 
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MPHMCOUNTBBS 

Super Purzle Fighter 11 X Is essentially a variant on the Columns theme, as 
players must match up coloured gems as they fall from up on high. Unlike 
Columns, where you simply had to match three gems of the same colour to 
make them disappear, Puiile Fighter has special 'trigger' gems that cause 
adiacent gems of the same colour to disappear. So it s possible to collect 
loads of gemsjogeiher, and then destroy them all in one go For each gem 
that is destroyed, a timer gem appears in the other player's pit, which 
counts down for a few seconds before turning into a regular gem. The more 
gems destroyed simultaneously, the more timers appear In an opponents 
pit. If the gems are arranged so that when one set of gems is destroyed. 
Kerns of another colour touch the appropriate 'trigger' , you get a cham. By 
selling Lip multiple chains, you can really send your opponent to the clean- 
ers as you drop up to 99 timers on them! Destroying gems also cancels any 
timers that your opponent may be about to drop on you. 




What makes Puzzle Fighter unique is that you tan select a cute, $quashed down (or 
Super Deformed P if you will) Street Fighter or Darkstalkers character to play M« Ryu, 
Ker F Chun Li and Sakura represent the World Warriors, while the Darkstalkers ere* 
consists of Donovan, Felicia. Morrigan and Lei Lei (or Hslen Jo if you insist). Also 
available as hidden characters are Dan. Gouki and Devillot, who is a character from 

Capcom^ IRttt known robot- 
ic beat-'em-up, Cyberbots. As 
the players destroy gems, 
characters perform special 
moves in the centre of the 
screen. Finish a round In a 
spectacular fashion, and 
your chosen fighter will pull 
off a Super Combo Finish, 
complete with Street Fighter 
Alpha Starturst background. 
Each character also has a 
counter move, which may be 
activated by arranging gems 
In certain patterns. 
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PRIVATE 
PA*TS 



As well as the standard Arcade 
mode. Puzzle Fighter also 
offers players the snappily 
titled Street Puzzle Mode. Here 
players select a fighter and 
face off against si* mystery opponents. 
Every time you defeat a character* you 
receive a new hidden feature. These hidden 
extras include the three e*tra characters, 
sound and music tests, a very scary 'origi- 
nal song' in Japanese, an image gallery, an 
extra (and surreal) 



Showtime demo and 
an Expert Arcade 
mode. With a total of 4S 
secret items to find, is 
that an excuse to keep 
on playing or what? 



comment I comment 



TURBO OR 
NOT TURBO 

We reviewed the Japanese import version of 
Super Puzzle Fighter II X. We suspect the offi- 
cial UK release will be handled by Virgin and 
also renamed Turbo, but only time will tell. 




A-.. ,i rrrew Saturn . w 

iiinvrri and sell A uS?l3 .^k 
ccnlessed Baku J 
Baku Amnv.il 
tana he. 1 was an« 
ions tor Puz/le 

Figlirei 1 lp live up to Mfl I I 
ns proposed hype. 
Smelt ihr combination of a rock 
solid puzzlf game and fapconis 
trademark license io prini monet 
\ le. Slreer Fi^Krei \ would result 
m an awromc uric Alas n 
not to be Unlike Baku Baku 01 
SustaHove ? Puzzle* Fighrers 
^ameplav is 111c red i-b It 1ru si raring 
as you eapecr mountains of shai 
terrd gems to trigger all sons 01 
an mured am its 111 the centre or 
the screen Uolorrurrarelv This iust 
isnt the case and platers will ulu-n 
I eel t healed and contused when 
seennngh guaranteed racnes fail 
po activate character's special 
moves or defeat even riir simplest 
O p po ne nt On rhe plus side 
Capcom seems po have taken note 
ol Sega's lac tics and included plcn 
t> d hidden reamtfi and modes 
tor determined tans ro tackle bin 
1 m nor so sure the rewards are 
worth the erf on required 



Betng sonipthinfi ^ AjH t 
ol a Street / [.JE^ \ 

rer fan. I 

have ro ad rim I VjBKf^T 

was miTialli a link' 
skrpncal .il-n.ir 

Ftmle Fifihtw. STEVE 
Would it da iiivnce 
Po Capconis Wnild Wamors? Then 
I saw the SO I Supee Deformed r 
versions ol Chui* 1 1 and i,i and all 
was peacht once more Ai pr's 
heart. Puzzle Fighter is pusP a van 
anon l>h ihe < lassu i liIljiiuis 
theme hut rPie addition or nn> car 
toon I toilers slugging 11 oul dur 
irt£ game*, is vers cool, and flrear 
tun pusi 10 wart Pi. However ihr 
puzzle a<t»on irselt isnr exactly 
perfect . as n rehes on the appear 
ame or tnggc-r germ *o dear ihe 
coloured blocks riiat slack up m 
vow pn W\m-\i rhese gems magi 
calh fail Po turn up al crucial 
momenrs rhinRs can get a litile 
Irusli ahng as von love wiihour 
bemfl able ro do anything about it. 
Bui if voure imo vour SPieel 
Fi^hiers ^ou can overlook this 
and appreciate ftizife Fighier lor 
wliai ir is: an extremely cule jnd 
l nipsils ^ p Liable pu77le ^anie 
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GRAPHICS 



Simple but 
effective. The 
lighters are eiirtenM 1 !* cure and as 
well jmriiaied as ihe Kill si/r<i wi 
sioiis. TPierr arr also ions of reler 
rnces ro olher Cape on 1 
^ames vr\ 1 lie siage 
backgrounds 10 anmse 
^\ anouiks 
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SOUND 



Pie music is 



generally 

made up ol remixed versions ol reg 
ular Srreei h|;hni .md [\» ksu'lkfi ■• 
p nnes. The sperxh is the vimr ^ls 
usiial but there's moie baniei i m 

JaiJanew P belwren 
rlie m t;aiue charac 
lers during mairhes. 



. PAYABILITY 



88 



Fit;hifi 

would be supr eniei> playable were 1 
not lor reiving on inm;er yerns 10 
destroy bJotks wliith cancel amp) 
tn£ as your pit 1ilK 
wiih mo hope ol I 
recovers. Oiher than 
ihai if s like mosl 
TetrtfS #ames. 
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LASTABILITY 



With rhe 
opi^huI 

arcadr jjame. an eicpen mode and 
rive Sireer Pbale mode, ihe one 
placer ^ame will keen sou bu» Tin 1 
two pbyei jfjme will 
last longer, if you can 1 
handle Irusiranon ai 
rhe poi luck nature ol 
rngger j^ems. 
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VViih a (ombindrton of a hopelrss 
ty .iri rl 1 1 puzzle gam* jnd 
Slretl 

rer, you 
tan 1 p«^i 

wrono If m 
fm haven t m 

Busl a flove ■ 
1. j»er rfus l 





Game Hint 


lilt 


PuWraJhrr 


Virgin 


please | 




tant Si lie 


Pirlboll 






Enitnjl 


Joypad 


BxkfTHiid 


working on this. For 1 ytari. 
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You can t teach your granny how to 
suck eggs. You can't teach Bally Midway 
or Gottlieb anything about pinball. 
But Virgin has a go. 

When NWS first devised Tilt they got Into some high-level talks with Williams, the 
world-renowned pinball manufacturer. Williams was Interested in doing pinball 
video games of its own. and NMS thought of licensing some tables. In the end* it 
came to nought, although Williams ditched Its own plans on the strength of Ttlf s 

competition. 

Despite not relating to actual tables. Tilt, essentially a 20 scrolling pinball Sim, 

nods in the direction of lots of classic table. Roadklng USA In particular borrows heavily from tables like Sally's 
Transamerlca, and Star Quest has a real Data East feel to It, If these subteltles mean anything to you. you're probably 
Interested In seeing how Hit compares with the likes of Pro Pinball r The Web and Pinball Dreams, if not. 
you've already tu rned the page. ^ 

( ) 

Till offers a choice between a plan view - where the table is shown from a 
vertical perspective and covers several screen — and a raked view, a 3D 
angled look down the table, which Is shown within a single screen and 
doesn't move. While that Is more attractive and gives a betlef sense of 3D, 
the features are smalt and the layout difficult to work out. 





ft GAD KING U 



A typical 'car race across America' table and one of the easier ones. Go into 
the auto shop to set off the bonus modes, and travel through subways to 
advance the jackpot. 
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The art looks pretiy crap, and the style of the table 
is older, with an emphasis on bumpers and drop 
throughs. The bonus modes are quite hard to 
locate, but raking up huge scores In ihem is quite 
common. 



TURNING THE TABLES 



There are six different tables, each themed 
with a selection of features and with differing 
levels of challenge. The features on each table 
are inter linked to build towards special 
bonuses, multi-halls and the jackpot. At First, 
playing might seem wholly arbitrary but you'll 
come to map out the features and work out 
Sequences to lot up your score. 







THE MONSTER 



Every horror cliche has Found its way onto 
this complex table. The tricky layout makes 
this one to play early on. as you can sei off 
a number of easy bonuses, including the 
skeleton, and a cool video mode avoiding 
8 hosts, 



THE GANGSTER 



This looks quite a slick table, styled on the 
popular depiction of '30^ gangsters. It's 
also quite a difficult table, as there's a lot 
of space in the lower part of the table. Nice 
$ound effects. 
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STAR OUt ST 



A distinctive table with its auto release and 
heavy flippers. Quite easy to play, with an 
easy mode start and docking bay bonuses 
located on the right, and frequent quick 
multi-balls. 




) 




Quite a challenging table, as its 
mode switch Is kept fn the park area 
which is sealed off until yau hit a 
battery of three lights. There is a tar- 
ris wheel ball lock, nicely animated „ 



comment 

Till didni lum out Jt^M. 

To be all 11 was ^Stf i^B 

cracked up to be x WB t JH 

a rrue ID pin jRB 
ball game> We ^LS^^ 
knew as much a ■ 1 #■ 

whole year ago. H II S 
when the PC version 
arrwed and another Years wan 
hosn r rhrown up any surpnses. 
There s no ^reat inferior nv 
between the Tables offered here 
and Pro Pinball: The Web and 
rheres a damn sight more. The 
sheer volume of features and 
styles should keep pintail tlHd 
occupied for longer than any 
other comparable rule lor Solum. 
Even rhough rhe 1D wew didn't 
work our jnd Tilr is jusr another 
hi res very on ol Pinball Dreams 
its recommend* d. 



comment 



As pinball games A ftJM 
go 

bad The i 

varied co i /' ■flfcj 

olfpr. which is ^^H^^ 
more than can be — m 

said for games like STEVE 
Pro Pinball, buji some 
ol fhem become a bit confusing 
m the otherwise well rendered 
W view. It plavs well enough, 
and rherp are plenty ol multi 
ball features and sub games ro 
keep you playing lor ages, bur m 
the lop down view a jubi looks 
like Pinball Dreams which is an 
ages old Amigo game nor really 
whai you fx peer (rom a machine 
like *he Sanjrn. To be quite Hon 
esr. video game pinball has the 
potential ro be lar more earning 
and over rhe top ihan real pm 
ball could ever be so why solr 
ware companies insist on repro 
ducing normal Tables is beyond 
me, Tilr is a solid pinboll game 
rhar is welt wonh shelling out 
Jor if ihai sort of Mlver ball Type 
atnon take^ your Ijncy. 
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GRAPHICS 



Thf plan 
view shows, 
the level ol detail and mosr lables 
look slick and professions I. bur ihe 
ID ness is lost. The scrolling i* 
suprrsmnoih. 
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SOUND 



Music rracks 
and cool 

sound el lee is for all tables, thats a 
loi ol sound. Siar Quesr and 
Gangster hove some ol ihe besi, 




The mosi 
imporiam 
aspects ball movement and scrolling 
are fauhless bui Til* lacks essennally 
new Ir^rurrs which makes if dull 
over 0 tin if 



INSTABILITY 



m 

rabies 

goes a long wav ro giving rhe player 
something thry will come ha<k m 
ond ejeb has quite u I<ji a I |>Ury 
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The best pinball game on Saturn. 
Until someone takes the 3? bit 
polygon 

challenge j^^^^^^^^^^ 
mm mm 
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Yeah, yeah, we know Ultimate Mortal Kotnbat 3 is 
already out in fhe shops so don t bother sending us any 
vntfy letters, okay? 

Now that the Mortal Kombat series ha* reached epic propofliofls* ft* i real shame 
that new additions and updated versions of the game are usually treated with 
scorn by *W§o games journos. Ofcay; w* perhaps the aO side scrolling 
tint ics of Liu Kang and co, pale in comparison to the likes of 
Capcom's recent efforts and Sega's 3B titles but Ultimate Mortal 

Kombat 3 is still a worthy 
sequel packed with charac- 
ters, special moves and 
secrets galore. What's more, 
there are buckets of blood 
sloshed around the place willy 
nllly so your parents are bound 
to be off ended Now is that such a 
bad thing? 






GORE GALORE 

There are now more w e iys to defed* your opponenl Irian ever 
before, After successfully winning two rounds, a player may pick 
from one of seven bloody or humorous finishing moves that 
must be performed in just the right spot within a few seconds. 
Succeed and the screen will darken, heralding the arrival of a 
suitable punishment.. 



i jf«^r mms 




FATALITY 

Each character has two 
blood soaked finishing 
moves with which to dis- 
patch a defeated foe, 
limine; and distance are 
crucial but the results 
are usually worth the 
effort required. 

MMunrv 

If the sight of endless 
entrails is too much to 
stomach, why not turn 
your opponent into a 
bawling baby? 
Remember not to press 
either of the punch but- 
tons in I he final round. 

Friendship! Friendship! 
It's the perfect blend 
ship! Er.„ or something 
As with Babalrties, per- 
form a cheery finishing 
move by giving your 
enemy a smashing pre- 
sent or tasty treat. 

WT PATAimr 

Certain stages (such as 
The Pit III) contain back- 
ground activated fatali- 
ties which involve upper- 
cutting an opponent into 
razor sharp spikes and 
an imminent meeting 
with the Grim Reaper. 

BRUTALITY 

Included In PSX MK 
Trilogy. Brutalities 
require players to 
unleash up to eleven hit! 
in succession before 
literally punching your 
enemy to death. One for 
expert players only. 
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As well as the standard one and two player 
games, UMK3 contains two new gamepJay 
options in the form of ?-on-? Kombai roui 
and an 8 Player Tournament. The former i 
essentially a tag team-styte game where 
players select two characters each and 
away until one h defeated, in a violent 
explosion of blood and bones, whereupon 
vour partner leaps into the fray to take up 
the challenge. On the other hand, the 8 
Player Tournament offers a lengthier game 
requiring players to choose two teams of 
four kombatants and slugging it out until 
1 onry 0-ne true winner remains standing. 




As this month's Mean 16 rs chock full of Quality 
tips we're printing some exclusive UMK3 cheats 
here. On the main menu screen enter the follow- 
ing code: A, C, Up. B. Up, B, A, Down. This brings 
up three additional menus labelled Cheats, 
Secrets and Killer Codes. The Cheats menu offers 
players the opportunity to checkout a Sound 
Test. Increase One Player (continues and even 
take a peek at each fighter's Bio Screen. The 
Secrets menu includes such cool features as ran- 
dom timer speeds, character Win Screens and a 
background select. Finally, the Killer Codes menu 
allows players to switch on one button finishing 
moves, select Shao Kahn and AAotaro as playable 
characters and even play a hidden game of 
Galaga. Mote that the bosses are only available In 
two player games and only one fighter may pick 
that particular character at one time (in other 
words; no Sbao Kahn Vs Shao ICahn batttes!) 
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There's a final hidden character lurking 
within UMK3 and he's a human nlnja 
version of the robotic assassin, Smoke 
To choose him, highlight Smoke on t 
character selection screen and hold 
down HP+LP+HK+LK until the first 
round begins. Classic Smoke's moves 
include Scorpion's Spear and Teleport 



ALL HIW FIGHTERS' 

rVlegadrive owners can breath a sigh of relief as every character from the Saturn ver- 
sion of Ultimate Mortal Kombat 3 has made the transition to this 16 bit beat-'em-up 
extravaganza. Makings welcome appearance, after taking time off following MKII> 
are the male nmjas, Scorpion and Reptile. Also back are those two lovely ladies 
Khana and Jade (now a playable character). For those of you who played the arcade 
and Saturn versions of UMK} P there are three additional fighters who were previously 
only accessible via Kgmbat Kofles. They are Ermac (a rumoured MKIf fighter), 
Mileena (return Fng from MKIf) and Classic Sub Zero (the elder brother of the 
unmasked version fn MK3), In addition the mysterious silhouette of a fighter, Noob 
Saibot i* now playable as is Rain, a purple clad nlnja previously only seen in'the 
UMK3 arcade Intro sequence. Blimey! 



GRAPHICS 



Murky. 

shrunken 
sprites are a disappoinrment bur 
consrdefing rhe amoum ol charac 
rers and backdrops crammed mro 
the c jri ihe corners ihji hove 
been cm j re bearable. 
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SOUND 



As wuh MK ] 
rhe 

Meg jd rives sound chip just rsm up 
ro 1 he job of rfpkanng aJI the 
arcade game s background runes 
and sampled sound effects. Ai leasr 
ihe Toasiy Man si ill 
bounds hilarious. 
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Unlike Marr. who's ^£VWf^ 
Komban 

never been ab - f JBP J 

10 iell rhe differ j r\ 
ence between a 
Scorpion and a 

Sub Zero. The 5Tt VE 
pesky blighters all 
look 1 he same ro me. and 
Ul nmo re MK3 certainly seems 10 
ha*e enough differently hued van 
anons of ihe same sprue. Highly 
contusing. | admit UMK1 is a rer 
nfic acrnevemem for rhe 
Meeadrwe. espexiolly considering 
the amount of charterers and 
backdrops available, but [ *e 
never had a thing lor Monal 
Kombar and conseque nrlv all rhar 
is of very hrile imparlance to me. 

I m assured rhar all ihe kom 
H', bos fa rain if s and orher japery 

are included, but I don r 
r A) give a ioss about em. 
vlh^ Monal Kombai has n's 
T^t fans, and J m sure 
jj\ ,\ iheyll get a real kick 

"* out of ihis bur person 
%J allv [ d rather play ^treer 
Fighrer II. Or anything 
\ t else apart Irom rhis. 



STEVE 



1 m\ 



¥ 



1 



:I admit rr. Jrn rhe * 
only person work A ^ 
ling on MEAN l{^y H M 

HMHINES who m 
eirKer appreciates ^FklTj %W 
Or owns any of rhe ^^Kfc^"^ 
MgriaJ Kombai U .» 
series 1 hey. even my ' 
SNES copy ol NKQ gers dusred off 
Irom rune 10 rime I . Thar teing 
the case u s not going 10 be eavy 
ro give an honest and unbiased 
Opinion of UMK3... so I won'l 
b or her. Basically if you re a MK 
fa nan t and Megadrrve owner rhi^. 
has to be an essential purchase. 
Even with clwatiers drastically 
reduced m size and ihe 
Megadnvc 1 , godjwful colour 
paleire rurning earh l^ghier into a 
blurry bunch o< pi«els ih^re are 
si HI enough special moves secrei 
surprises and fnghieningly lasi 
game play ro i>iakc this one of ihe 
lasr decenr j 6 bn Mtles we re like 
ly ro see. Even Sal urn owners 
mighr wani to check rhis one oui 
•JS rhe addition of previously unse 
lectable chjracrers \ such as Rafri 
and Noob Saibot) add yet anorh 
er layfr of crimson icing ro 
UMKVs bloodv cake. 



a<non is 

lasr and furious and only ihe 6 bur 
fon Megadrrvr Joypad will really do 
UMrO any jusnte Special moves are 
easy to master bui you II need hght 
mng like l iners ro 
pull off some 
Faialmes. 
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LASTABILITY 



Wuh 
lour 

Destiny Paths to choose from the 
one player game should lasr a while. 
The rwo pfayer 2 on ? option and 
\hc addirional 8 playr-r roumamem 
offer even more 
longevity, 
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If video games are anything to go 
by, aliens do exist, and have only 
one thing on their minds: making 
mincemeat of planet Earth* 

And here they come again, Threatening to give the planet a good 
kicking for no discernible reason. But waitt As usual, a lone sol- 
dier is on hand to see off this terrifying alien menace. Except 
this time, he's a mad Russian geezer armed with a powerful 
armoured suit to see 'em off with. Yes. not only is our Ivan a bit 
bonkers, hence the honorific 'Krazy', but he is also packing 
enough firepower to level an average alien 
Invasion fleet. It's a good job these one man 
arm ies always show up just in the nick 
of time, otherwise we'd have been 
overrun by exactly 40S7 alien 
invasion fleets by now, and 
that's official! 




GREAT LEAP FORWARD 



Krazy Ivan contains five di 
France and North America 
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fferent combat zones; Russia. Saudi Arabia, japan, 
, each packed with nasty alien tykes just asking lo be 
blown up. Each zone also contains three ot four 
jnque boss characters that,, more often than not, 
take on the form of some kind of animal, although 
they tend to be heavily armed animals made out of 
metal Once the bosses have been seen to. the loca- 
tion of a power core is revealed, which you then 
have to destroy to 
complete the zone. 
As you progress 
through each level, 
your support team 
provide Ivan with 
handy updates 
about the status or 
each target. 





FIVE YEAR PLAN 




[•mm 



As you'd expect for a large robot power-suit. Krary rvan is stuffed to the 
gills with all manner of exotic weaponry. The standard sorran and 50mm 
machine guns are admittedly not all that exotic, bul also available are 
destructive missile* ideal for mass destruction. The lasers are part of your 
special weapons complement, and do a useful amount of damage. Next 
up is the plasma cannon, which is powerful but unfortunately overheats 
quickly. The vortex bomb acts like a grenade, with a huge blast radius 
decimating anything within range. But the biggest baddest weapon of 
them all is the Z-Beam, which toasts enemies within seconds and conse 
quently is a handy piece of kit to have at your disposal. 



comme 



Although I teel . iu k 

Sieve is being a M a -^-^LJ 

\wt\f t\jrhh with MflHr 

his criticism ol 

robot blaster, I do 
agree rhet Krazy || flTT 
Uan is a bit of a 
puzzler. Why wail over a year to 
convert a less rhan successful 
PlaySianon rule 10 ihe Saturn and 
in rhe process tail 10 improve the 
goaif V limited mission siructures. 
Thai s rhe real disappomtmeni 
with Kraiy Ivan. Shoot a tew 
robors. pick up a few icons go 10 
ihe ne>ft level. There are no real 
surprises I e*cepr for the appear 
an<* in the inrro sequence of thai 
blond bird Irom Extenders who 
sang lr1 "he Queen Vic a lew unies 
and who Nigel rrted 10 snog I and 
players will soon nrf ol the re pen 
rive gamepla*. Hey ftygnosisl 
How's about a lew decent, original 
Sarurn based rules lor a change? 



When rhe JfcW'k 
FlayStaiion magi. 

reviewed the i jUP £5 I 
original version Wg^mj 
of ihiv ifte-y wem ^ ^Bfc ^/ 
ape over how good . 
it looked, but 10 be STEVE 
quire honest I can'r 
see wh^r all the luss was jooul 
Krazy Ivans landscapes are 
extremely uneven! I ul and this 
rjnt helped by The faci that you 
<an< see that tjr imo the dis- 
tance. You re supposed rq be 
going up against aliens but ihe 
enemas don'r look all that 
exrrarerresirial to me. rhey could 
be any n,m of ihe mill mulii 
limbed mechanoid. And us not 
as it ihe game is all fhn MttMm 
10 play: chance are you'll be get 
nng prerfy bored roughly hallway 
through rhe firsi level. Krazy Ivan 
does have a particularly cool 
mire*, but rhar's nor really a good 
rejson ro buy 11. is ir? 



HERE'S WHAT TO DO 



Looking for that hard to find cart" 

sorted. 

Trying to sell your unwanted §drnes^ 
no problem©. 

Want a pen pal who likes what you like* 
piece of cake. 

Whether you want to buy. sell or swap, 
the MEGA MART is for vou 1 



For Just II you can have your wery own advert containing up to 20 words 1 Or if you ve §oi money to burn and have plenty to 
write, an extra golden nugget will buy you anolhor 20 words - yep, £2 for 40 words 1 So fill in the bones below, stick it in an 
envelope along with a cheque or postal order made payable lo MEAN MACHINES and send to: MEAN MACHINES MEGA MART 
PRiORY COURT. 30-32 FARRiNGDON LANE, LONDON EC1R 3AIL Please allow up lo six weeks for your advert to appear- 



MEGA CD & MEGADRlVE 
For Sole Excellent condition 
5 joypods, 3 6 button, 36 top 
fames including MK3, Micro 
Machines Military, Sonic 3D. 
Worms and Micro Machines 06 
plus an action replay device 
and (odds of cheats £450 
Phone Jan (01W3) 77646? 

MEGADRlVE 2 For Sale 
3 Control pads, boxed with 
manual. 10 fames worth over 
€430 will accept £200 T*L 
Mrs S Down on 01*34 361112 

SUPER NINTENDO For Sale. 
3 parties: Donkey Kong 3, FlFA 
9b and Doom Please contact 
Dav*d on {01924} 496179 

SEGA SATURN GAME For Sale 
Alien Trilogy 130 a. no. 
Contact Jonathan on 
(01274) 616396 

32X GAMES For Sale. 
Virtua Fighter and Metal Hoed 
£15 each, Virtua Racing Deluxe 
£5. Call Marc after 5pm 
(01223) S 6 21 07 

SEGA SATURN For Sale 
19 games. 8 VCD s. 3 pads, 3 
guns (2 black), Video card t 
Photo CD Games include 
Nights, SFI2. Video CD's T2 
£600 call Mark on 
0151 290 1273 

For Sale Sonic 2. Mega games 
2 and Mega Drive control pad. 
Games £10 each, Pad IS 
Tel Tom after 4pm on 
01222 762144 

MEGADRlVE 1 a MEGA CD 2 
For Sale 2 Pads 5 Megadnve 
games: Megabomber Man, 
Psycho Pmball 8 Mega CD 
games: Snatcher, Rebel 
Assault, FIFA Soccer, 4-way 
play Excellent condition, 
phone Steven on 
01 Si 734 5201 

SATURN WITH 10 GAMES 
For Sale. Virtua Cop 1 and 2 
with Gun. Nights + Pad, Virtua 
Hydlide. Street Fighter Alpha 
2. Fightng Vipers, Daytona, 
Loaded, Virtua Fighter 2 UMK3 
(in smurfs 50 pop box) and 
one Saturn controller £250 
call Andrew on 01696 854 SS7 

Wanted male or female 
penpals 20+. Only die hard 
Sega fanatics need apply. 

1 MOT toft 



Write to Adrian at 1111 
Newham Way, East Ham 
London E6 4JJ Remember 
Sega Rufes"! 
by the way I'm 25 

32X For Sale with VF. VR< Doom 
& Metal Head all for only £100 
Call John on 0114 266 S321 
after 6pm 

MEGADRlVE GAME For Sale. 
Desert Strike. Robocop Versus 
Temmator Judge Dredd. 
Jungle Strike. Jurassic Park. 
Mo rial Kombat 2, Rise Of The 
Robots All boxed with instruc- 
tions. £12 each Phone Justin 
on 0141 32S 2005 after 6pm 

Kings Bounty and Phantasy 
Star II wanted will swap for 
Mega CP 1 if swapped for 
games + £30 also master 
system. Converter wanted 
(Mega drive) will swap good 
new saturn game for games 
above phone Umran All on 
(0161) 225 1671 also cash for 
games 

Swap V. Boxing, FiFA 96. 
T h under ha wK 2 ft Virtua Cop + 
Gun for Buj- WWF Arcade, 
Wing Arms Baku Baku or any- 
thing decent like Alone In the 
Dark. Phone Sundays only 
12pm -flpm V.C. not in anginal 
case but does have instruc- 
tions 01369 7OS760 

For Sale; Megadnve. Master 
System, converter L^nt 
Phaser, 3 Joypods. 2 Joysticks, 
14 games including 
Landstalker. Streetfighter. 
E.J.I worth t7<?0 sell for £225 
including registered post, if 
interested wnted to Peter. 8 
Cheslerton Place, Chester 
Road, Newquay. Cornwall TR7 
2RU (V.G.C ) also with carry 
case! 

Mole, 12, [coking for Female 
penpal 12-14 who likes Oasis, 
Games, Rave and has a good 
sense of humour interested 
then write to Thomas Ferrans 
24 Inchmurnn Drive 
Kilmarnock Ayrshire Scotland 
ft A 3 2JD 

PC Engine with Game £65. 
Neo Geo CD with 3 games 
£250 also 32Mb SWC Call 
J. Ashbee on 01934633766 
after 6pm 

1 toeMtoi 




WANTED MEGA DRIVE fame 
Streets of Rage 3 (01932) 
Ml 77* 

SEGA 3X ADD-ON for 
Megadnve with Doom, Virtua 
Fighter, Virtua Raang. Mortal 
Kombat. Knuckles. Starwars. 
All boxed £65 (01708) 452317 

WANTED Fl CIRCUS for ttie 
Megadnve Phone : (01522) 
514 66S 

SEGA MEGA DRIVE II for sale 2- 
6 button controls and LO 
games worth 1200 Sell for 
£120 ono Phone (0151) 727 1755 
Lee. 

GAME GEAR. AC-CAR adap- 
tors. Master Gear. 12 games, 
Road Rash. Sonic, Chaos, 
Micro Machines. Sell for £100 
ono Call Jo (01865) 243269 

SEGA SATURN Gomes for sale 
Theme Park, Virtua Fighter 
and Clockwork Knight. Sell for 
£15 each Phone after 7pm : 
(01903) 766524 

MEGA CD AND MEGA DRIVE. 7 
CD games including FlFA 
Soccer and Lethal Enforcers 
(with gun) MD games. Zool and 
European Club Soccer. 2 con- 
trol pads £7£ one Quick sale 
Clan 670 6622 ask for 
Patrick Junior. 

MEGADRlVE AND MEGA CD. two 
control pads 21 megadnve 
gomes Plus 7 mega CD games. 
Some import games but con- 
verters included. Excellent 
condition. Games boxed witfi 
instructions. Cost over 11.000 
will sell for £450 ono Tel; 
01706 624164 

A DESPERATE PLEA FOR HELP 1 
Mas anybody got Shining in the 
Darkness or Shining Force 1 
for the Megadnve 3 Name your 
price (within reason) 1 Call 
Jenny on (01253) 7293M 
Please 1 

SEGA SATURN WITH U top 
games including : Virtua Cop 
plus Gun. Sega Rally Virtua 
Fighter r Loaded, X-Men. 
Panzer Dragoon Zwei. 
Destruction Derby. Two joy- 
pads, Arcade steering Wheel. 
All boxed only £350 ono Call 
James: (0U4) 2652026 
Weekends only please, 

m 1 OUT! FPl 




PREVIEWS 



Read on for previews of Segas I j rest arcade to 
Saturn conversion, a graphical adventure to die 
for. Micro Machines meets Virtual On and the 
most indeprh Fighters Mega mix coverage yet. 
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There s somerhing about tower blocks itiaf brings 
out I he worst in people. In the lifts, especially. 



I blame those lefty, goody goody Sixties planners who erected ail those monstrosities, or 
Donald Trump, or that bloke in the Towering Inferno who did all the wiring on the 
cheap... Yet again tower blocks rear their ugly penthouses in Die Hard Arcade, a 
sterling new arcade-to -home conversion from Sega's R&D Dept. 1. As AMi used tha Titan 
(ST-tf arcade module, the Saturn version is technically identical, apart Ftom The need ro 
load from CD t as Titan boards use memory chips, Sega has kept quiet about this one. 
because of the delicate nature of Fox's Die Hard license, which Is currently bem* used by 
Fa* for Die Hard Trilogy, reviewed last month and one of our current favourites. 



' Tin 31 |p$ character amrrutiin m hi Nvd irate is I* J 

SCHOOL SWATS 

You are one [or two) of LA'S top SWAT 
'tecs, dropped on the roof of the 
Nakatomi building, when a jewel heist 
develops complications. A band of terror- 
ists are attempting to break the safe, but 
realise the President's daughter is hiding 
in the building (unknown to them, under 
the arch baddie's desk), Your fellow 
SWAT operatives are ambushed as the 
helicopter releases you. and you're 
forced into the top floor with no 
weapon* and a monumental task to 
overcome the hordes on your own. 









Welcome to Arcadia, MEAN MACHINES SEGAs up to the minute 
coin op section. If you're looking for the latest, accurate infor 
motion on state of the art arcade machines then you ve come 
to the right place. This month we bring you a sumptuous 
selection of cracking coin ops lurking just around the corner. 
Capcom, the kings of combat games, are back with a few sur 
prises and EA steps into the beat em up arena. 






TAKEN IN HAND 

Weaponless at the start, your cops have been trained in 
every form pf unarmed combat known to man: guns by 
Charlie's Angels, lead bars by Grant Mitchell and mops by 
Dale Winton. If you see any of these on the floor, pick them 
up and use them, A handgun can be useful - a rocket 
launcher is pretty decisive, when used in the confines of 
office space. 





LAUGH 
THROUGH 
THE TEARS 

Few games have gol 
such comic mileage 
out of doing damage 
to other humans t and 
from the weird and 
wacky clobber (Seventies 
I flares, bondage gear, even a 
J pair in their underpants) the 
bad guys deserve everything 
they get. This includes kicks to the 
groin, rabbit punches and drop 
kicks. The control lies somewhere 
between Streets of Rage and Vlrtua 
Fighter in complexity. 




SURROUNDED 
BY IMBECILES 

The plot unfolds using realtime 
polygon sequences, not the* cop 
out of pre-rendered FMV. There's 
an evM old geezer with a beard 
who isrihe Victor Meldrew of 
organised crime. Your characters 
are seen le^ing it through the 
building, and are occasionally 
called upon to make a reflex move 
in response to danger, or the unex- 
pected appearance of a new foe. 
The only problem is that the story 
bits on Saturn require frequent 
disk loading, which breaks them 
up. The wire frame diagrams of 
your route through the tower are 
very smart. 





STREETS AHEAD 

The mosl exciting aspect of Die 
Hard is that it's the first 'Streets of 
Rage' type game for Saturn; a sub- 
genre of the beat ^em up we've all 
missed heartily. The use of poly- 
gons is excellent, the animation 
superb considering you can be 
fending off four or five baddies on 
screen. Only Core's Judgment Force 
could be a serious rival to DHA. 
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STREET FIGHTER EX 



Major additions, since issue si's first look, include the appearance of all 
ten characters on the selection screen as well as the added bonus of see 
ing a 3D Vega in action! The current line- 11 p Is as fol- 
lows; Ryu, Ken, Chun tfTZangief. Guile, Pullum Puma, 
Cracker Jack, Hokuto, Doctrine Dark and 
Skultomania. Developers, Arlka* are promising famil- 
iar Street Fighter 2D style gameplay. within the con* 
linos of a *d arena For tastanoi, Ken and Ryirti 
Dragon Punches will be performed in the same man- 
ner but players will now be treated to a variety of 
dramatic replays as well as some spectacular lighting 
effects. Word is that Street Fighter wilt arrive on 
Saturn sometime ihis Summer 







Hot on the heels of Enemy Zero, 
another atmospheric rendered 
adventure, this time the closest 
thing to Twin Peaks for the Saturn* 

We've all stopped off there. It's that place rniles from any- 
where without a video shop and distinctly weird inbred 
locals, a cross between the Stepford Wives and Last of 
the Summer Wine. In Torico* they tall it Misty Town 
and they tall you The Traveller. You call yourself Fred, 
You wake up in the town jah\ and quickly lose the plot 
entirely, due to having mislaid your entire memory 
You have a cellmate. He calls 
himself Anthony, and rather 
worrying ly he seems to have 
the key but is in no hurry to 
leave. 

This is the opening to Sega's 
newest rendered adventure, 
Torlco. a game in the same vein 
as Warp's D and most recently 
Enemy Zero* as weH as an older 
Saturn title, Mansion of Hidden Souls. Certain telltale Signs give away the 
i nvolvement of 'Mansion* staff in this production. 

Torfco is quite a large endeavour, with 3 town to roam around, which is ren- 
dered in FMV from a virtual townscape c re ated on PC. Absolutely no clues are 
given as to your identity or purpose at the start, tl K*qh the oddball charac- 
ters that populate Misty Town begin to fill you in. For your part, you can use 
the objects you come across or the information garnered by the rather recal- 
citrant townsfolk. 




RIGHT SAID FRED 

Not a name that normally con- 
jures up an aura of mystery, but 
nevertheless Fred, your charac- 
ter, is enigmatic. He doesn't 
know who he is or how he wound 
up in Misty Town jail. Or, for that 
matter, how he came to have a 
strange crescent symbol tattooed 
on his forehead. You'll get 10 
know Fred's features and man 
nerisms quite well, as Torico Is 
full of dramatic close-ups of his 
dark eyes. 





A TOWN WITHOUT PITY 

You may find it heavy going at first in Misty 
Town. Even when you locate the townsfolk, 
they are reluctant to talk, The reason happens 
to be the only person who you can get some 
sense out of, the chilling Lord Gordon. He owns 
the town (and the people it seems! and lives in 
a Large adjacent estate. Sooner or later he will 
summon you and let you know he doesn't care 
for your face much. His henchman. Jade [the 
spitting image of Quentin Tarantino). crops up 
all over town and Is a rather unpleasant sort. 



HOWL AT THE MOON 

There is another place that seems to preoccupy 
the residents of Misty fown, It's called the City of 
Moons, and it has a special resonance for Fred, 
And Lord Gordon too, apparently The City seems 
to have been designed and decorated by a 
Victorian a freak, and it's also the cue for some 
lavishly detailed rendering. 

TOWN PLANNING 

The earlier part of Torico lei s you wander 
around Misty Town, a series of winding streets 
and hedged gardens, with the occasional shop „ 
to visit. Most rendered adventures restrict your * 
movement to a few locations, but there are 
about i$ places you are free to visit* and differ- 
ent things to look at within these locations. 
Looking at an object may uncover another 
object, Of trigger an encounter, moving the 
story along. For example, the town windmill is 
apparent I . Lsek'bb, until you meet Anthony in a 
specific place when he will tell you the windy 
season is nearly arrived. You return to the wind 
mill and.,. 





— DARKSTALKFRS 



DEVELOPER; CAPCOM 

Although famous for its award winning Street Fighter series Isee SFIM coverage 
on page JoK Capcom also has a few other top notch beat em gps scheduled to 
receive the sequel treatment in '97. As well as SFEK there's The provisionally 
titled DarkStalkers III. Although rumours hinted that this Mile would utilise 
Cape cm s new CPS III arcade board it now appears the this won 4 ! be the case. The 
third monsler outing for this motley band of creatures will actually be li 

CPS II release and may even recycle existing character animations. 
Apparently all of the existing characters will be returning with the 
4 e*cep! ion o f Phobos a nd Oono van . There wi II, of co urse, be a n u rn be r 
M of new faces as well as a host of extra moves for the original lighters. 
M Fans of the series will also see such familiar game play techniques as 
Chain Combos and Guard Cancels as well as a revamped dashing system, 
Expect to see more of DarkStalkers III in the near future. 




BLACK DAWN 




With Sovtet Strike receiving a whopping 83% 
this issue li seems as if helicopter shoot-'em- 
ups may be enjoying something of a resur- 
gence. However, unlike Eft's isometric c fifing, Vrrgln's 
forthcoming chopper chalfenge. Black Dawn, takes the 
well -trodden first person perspective path of such classic 
airborne blasters as Thunderhawk 2 and intends to deliv- 
er a killer pay load of smooth visuals and explosive garne- 
play. Trie fact that Black Dawn also immerses players in 
realistic 3D texture mapped war zones where the differ 
ence between life and death can ceme down to who's got 
the itchiest trigger finger, can't be a bad thing at all, 





BLADE IN THE USA 

Black Dawn has been (he recent-pet project of Virgin's 
US based programming team, Black Ops. The aim has 
been 10 recreate thf feel of actual helicopter based 
combat by providing players wrth an intricate control 
system, a variety of missions and enough firepower to 
level a srnal ^.ouTh American country {which you can 
actually do if you like). As with Soviet Strike each 
campaign requires a set number of objectives to be 
completed, with enemy forces outnumbering your 
humble craft 300-1. If those 
kind of odds appeal to all 
you maverick pilots out 
there then you'll be glad to 
learn that the Saturn ver- 
sion of Black Dawn will go 
under the review micro- 
scope next Issue, 



VATLVA 




D 



. * 



espite being 
very, very 
strange, Vatlva 
can be readily described 
as being the mutant off 
spring of Virtual On and 
Micro Machines. Make 
sense now? Didn't think so. It's like Virtual On 
because each player pFcks a robotic vehicle 
with which to do battle in an obstacle packed 
arena, and It's like Micro Machines, because 
the action is 
viewed from 

v-e and. 
using the Saturn 

.. ii-tap T up to k 
six people can 
take pari at 
once! 








urn 




Gjmi Name 


Votlvo 


MUv 


JVC 


Denltpr 


Ancient , 


Rti&jst 


Out Now (JoponJ 





LEVEL HEADED 

Vatlva features a number of different 
arenas that have varied effects on 
your vehicle. For cample, the snow 
level slows you down, while the level 
set on an athletics track is miich 
faster. The vehirtes available also 
have different attributes; smaller cars 
may be Faster but don't have weapons 
as powerful as those on larger vehi- 
cles, like the tank. Random power ups 
appear to replenish your weapons, 
and some levels also have unique 
obstacles and features that can either 
be destroyed or collected. Vatlva has 
yet to receive a UK release date. 
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utvtLurtu: tltL I KUNIL W, |> 

This car loony same has got us a litlle 
baffled but from what we've discovered 
it appears that Fighting Rabbit is not 
only L i wacky jD beat Vm up. but it's 
also the first arcade title lo be devel 
oped by EA's Japanese coin op program 
ming ieam r Details aw scarce al the 
foment bui apparently players fight 

Jr** f .kn.lhEi 3 nr irnriijmino 'li^ijir* c ii! rite- 



*ho then assist in battles be bunching energy based attacks. Boih characters have an energy tar 
jmJ if your animal ally is defeated you'te unable to use them for the remainder of the round' We ll do 
i bil ol digging and see if we can unearth more Fighting Rabbit fads in future Arcadia's. 







Fighters HegomiK 




Sega 




RHZ 




Nflrch 






STUNNING INTRO 

The first notable addition to last month's unfin- 
ished copy of Fighters Megamix is a stunning ren- 
dered iniro sequence thai sets Ihe scene for (he 
epic battles to follow. Players are treated to an 
intense one-on-one FMV Tight between the winner 
of the VmIus Fighter 2. tournament, Akira Yuki, and 
Fighting Viper's resident hard man, Safin. Cut 
scenes show various characters from both games 
such as Sarah Bryant (wearing her kinky VF3 cos- 
tume!). Candy hanging up her trademark red rub- 
ber outfit in favour of a canary yellow kit, Jane 
working out in the gym and Shun fast asleep. The 
entire sequence merely whets your appetite for the 
game proper. 




Since last month we've received 
our Japanese copies of Fighters 
Megamix and have wasted the 
entire Christmas break probing 
its many secrets. Here s what 
weve discovered so far.« 

As reported last issue. Fighters Mega mix looks like 
being one of the top Sega Saturn titles for "97 with 
lis unique combination of Virtua Fighter and Fighting 
Vipers characters and the guaranteed seal of quality that 
AM 2 manage Id stamp on all of their excellent arcade titles. 

This month we'll be taking a brief Look at just how deep the game really is and unveil Ihe full list of secret 
Characters, as well as a handful of hidden modes and eye-popping goodies that have been packed into 
this incredible 3D beat-'em-up. 
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SECRET FIGHTERS REVEALED! 

When competing in a one player game, players may ini- 
tially choose from one of four paths to follow, such as 
Course A: Novice Trial and Course D: Girls, and by 
defeating a set number of opponents they're rewarded 
with a secret character on the main selection screen. 
Complete each of the four paihs to open up a further 
four followed by the remaining two. The question mark 
at the end of each path represents the mysterious fight- 
er you'll finally face. As you discover each of the addi- 
tional characters, and their respective backgrounds. 
Ihey'tl automatically be saved to the Saturn's internal 
memory negating the need to lackle each path more 
than once, The full character selection screen, showing 
all 32 fighters, looks amazing! -'SPOILER WARNING!** 
If you don't want to find out about all the secret charac- 
ters just yet, we recommend you stop reading now! 





AKIRA 

Using the same move s as hi^ 
adult incarnation, the Vf Kids 
^ version of Akira is one of the 
first secret characters to be dis- 
covered in Fighters Megamix. 
With his bizarre inflated head 
and helium fuelled, high- 
pitched voice. W kids Akira )s 
certainly a comical character 
although he* 5 nowhere near as 
strange as 
some of the 
other secret- 

Fighters hid- | 1 MLn :.■ 
ing withrn. 






FATAL FURY: REAL BOUT SPECIAL 



1 *. — ^ 1 1 ' t- SNK series that iust doesn't know when to roll 
^* over and die is back once again thanks to the frifchtening- 
* , "1 ly imminent release of Fatal Fury: Real &out Special. In 

^Wv V" lapan, SNK's various long running 2D beat 'em-up's have 

^SMU achieved a kind of cult status. Although never in rhe 

9MQb SdlTie league as Capcom's offerings or as arcade friendly 

' zS^BExm^m as jpg^ coin-ops. the likes of Samurai Shodown, Art of 

Fighting and Fatal Fury have still managed to carve themselves a nasty little niche. 
The latest addition 10 this ever growing IK is Fatal Fury; Real Bout Special which 
marks the latest appearance of those pesky Bogard brothers as well as the usual 
cast of martial arts misfils and Gladiators rejects. Sega p s recent deal with SNK has 
50 far resulted in the release of both King of Fighters '95 and Fatal Fury Real Boul 
on Salurn and word is that this Special edition of the FF series will also appear 
some! i me in "97, Boy, we can't wait... 



MEG AM IX 



SARAH 

This super deformed 
Sarah Bryant plays the 
same as her taller sister 
although with tiny limbs, 
players will have to get in 
close far many of their 
moves to hit the right 
spot. Check out the big 
heaa and squeaky voice. 




BARK 

The First of two Son It 
Fighters to appear in 
Megamk Bark is a 
huge polar bear who spe- 
cialises in throws arid 
v close combat moves, 
His Zangief style pile- 
driver should be avoided at all 
times. Don't let his cute, 
fluffy looks fool you. 




RENTAHERO 

Rentawho? You may not 
recall this battery -powered 
fighter from yesteryear but 
Sega assures us that he's 
actually an obscure charac- 
ter from an early arcade 
game. Decked out in 
Fighting Vipers-style armour 
this unlikely fighter actually 
looks like he might have 



BEAN 

Closely following Bark 
in the 'Bizarre- to ken - 
funny-animaT stakes, is 
Bean. This devious 
duck has paid no attention 
to the rules of the competi- 
tion and has managed to 
sneak a few bombs into the 
tournament. Also watch out 
for his migraine inducing flying 
head butt 




Scheduled to appear in Vf i P 
the Arabian sword t wirier, 
Siba + was a prototype char- 
acter that never made the 
grade- However, AMs have 
since had the chance to tin- 
ker with the turban-headed 
warrior and have given him 
a nifty set of moves, one of 
which enables him to stab 
his 




DAY TON A 
HORNET 

Yep. you read that cor- 
rectly. Th e Dayton a Hornet 
car tS a hidden character in 
Fighter* Megamix. Hopping up onto lis back 
axle, the Hornet uses Its 
front wheels to attack 
opponents. Use an armour 
breaker move on the car 
and you'll shatter its 
bonnet wide open! | ^ 



URA BAHN 

As if Bahn wasn't 
tough enough, 
AM2 have denri 
ed to include yet 
another version of 
this too! fighter. Ura fiahn 
is even tougher than 

before and we've yet 
^ to discover all his 
new moves. 





DEKU 

The final secret fighter 
arrives in the unlikely 
form of Oeku. Yes. he's a 
giant green bean and yes, 
that is a Mexican hat and 
maracas he's sporting. 
Deku is included as p ure- 
ly a novelty character. 




TWINKLE STAR SPRITES^ 

| Hoy. if wr didn'l ^\ .it li\ist one bi/.irre lapanese 
pernio into Arcidki every month, what would be the 
puinl^ This morjlh\ weird entry is y^i d nuttier SNK 
olrVrin^ iht k 1 lurry shout -Vrii- up. Iwinkle Sl.ir 
Sprites. H\w wv know lh.it this m,iy Uiok slightly 
Itmm but hum wlul wv know, Hits tin \ide blasts h\i 
lurfs ihe sarnr style pl.iy mrrh,ini< s t is seen in 
U> i.tmi's hn series. P«ntid<us. Pl.iyeis pick Irum a vaii^y of tulesy Manga 
iMMclers whkh ilit-v Iben pitatlhinuKh a schu |u>n of t ulourrul, ffullenginR 
eveK In vWsus Mode Hit* si "teen is splil in luilf .mil players r j« e tu complete 
hi- si ii si- hHore IhtMi Dpp«MiL-iil. lompteiely over I hi' lop power uns are the 
hcUm ol (In- day with i nUm weapons oblilm.ilinfs every on-screen enemy, 
li»pt»luJly I winkle Skir Spiile will n\nh these shuies in the ne.ii rulute and 
*hu knows. SNK could bullish us with a nilty Solum ton version? 




I t's the end of an era as MEAN MACHINES SEGA reaches its final issue, but the efforts to provide only the very 
(greatest Saturn coverage continues in MMS's sister magazine, SEGA SATURN MAGAZINE. 

Hi, I'm Richard Lead better You might remember me from the early days of this fine publication, and indeed in its ear- 
tier multi-format incarnation when it was MEAN MACHINES without the Sega bit. I helped launch MMS and was the 
proud editor of the mag for over a year before moving on to "other" things. Now circumstances have conspired to 
bring us together again, as MMS officially hands over to (and kind of merges with) SSM, 

This new pooling of resources allows us to up the stakes still further, improving every aspect of SSM with the help or 
our MEAN MACHINES buddies. The first fruits of our labours will be on the shelves soon, but in the meantime, why 
not check out the next edition of SSM? 

We've pulled out all the stops to make this a classic issue in every sense of the word. w«th the official World 
Exclusive on Manx TT Superbike! Yeah, Daytona CCE was pretty cool, but read our mag to discover why Manx is shap- 
ing up to the true successor to Sega Rally Championship. Rounding out the all-round journalistic excellence, you II 
also find exclusive Hexen coverage plus some superb Soviet Strike coverage. 
For all Saturn owners, SEGA SATURN MAGAZINE is a compulsory purchase! Avoid it at your peril... 
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Norm's tha name, 
wnsJble viewing s tlie ^am*. 
Watch that and youll turn 
into a zombie? 



m 



ThiVI! do the trick... 



This is what f caH 
in-home entertainment. 
Them's no gore, no haroh 
language and no bimbo*, 
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Horror movies are bad 
for your tefly- they'll give ; 
ft nightmares! 



Now this is **hat I call 
In-home entertainment. 
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THE RRCRDE'5 HOTTEST BR5KETBRLL 

UU RVRILRBLE FOR SUPER NES RNO MEGR DRIVE 

★ Rll 29 HER teams, with 5 man rasters 
★ New moves including team fire, double dunks and spin moves 
* Create your own custom players 

nd characters 
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